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BLOB OUTS Make short order of bilious blobs and evil trolls 
with Prince Ali’s weapons, punches and kicks - or dig 
deeper to discover HIDDEN SECRET MOVES - a SEGA™ first! 


You’ll need more than sticks and stones to 
battle the Rock Boss. Count on the four Wild Spirits to back 
you up - especially the superhot Efreet the Fire Spirit! 


IRE 15?! Wrap your brain around mind-boggling puzzles 
that lead to close encounters of the fire-breathing 
kind - then save up to 4 games with battery back-up! 












Extreme style! The reel Marvel® comic 
characters swing into action to stop an evil 
DNA disaster. But the Cloning Factory is 
no match for Cyclops' awesome optical powers- 
especially when he gives 'em the eye! 


NOV AVAILABLE! MARVEL COEMCS 1 '}£!M LM&'m SEGA: GAME GEAR 
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* ■ Magneto-mania! Only SEW lets you live 

s. | ] the adventure with the highest number of 




playable characters ever-including Magneto! 

Has this villain finally turned hero? 


Draw your claws! Play as Wolverine-or any of 
seven different X-Mei and watch your mutant 
powers come alive! The only thing sharper than your 
adamantium claws is your pure animal instinct! 
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Well here we are right in the middle of yet anoth¬ 
er transition year tor video games. 16-bit, to every 
one’s surprise, is fading last among third party 
developers and the buzz about the Ultra, Saturn, and 
Playstation, is everywhere. 

We’ve been talking about the U64 in GF for some 
time now, while others have remained skeptical at 
best. Very soon people will find out how real it actu¬ 
ally is, as well as how powerful. I can tell you first 
hand, it's almost scary, and Nintendo’s plans for the 
machine make me envision the industry the way 
I’ve always wished it could be (or the way our 
industry once was). 

The U64 is a cartridge based console. Housed 
inside is hardware so advanced that current CD-ROM 
technology cannot harness it. The visuals it creates 
are literally pixel free and surpass anything I have 
ever seen in a video game. And I’ve seen it all. 

If there is to be one fly in the ointment it would be 
that U64 is cartridge based. It is common knowl¬ 
edge, indus try wide, that developers are not over¬ 
joyed with the format. In fact, it is one of the rea¬ 
sons that 16-bit (and the cart format altogether) is 
already steadily decreasing. 

Before I discuss Nintendo’s strategy regarding 
this, let me clear the air a little. I'm not saying that 
16-bit is going to die tomorrow. Sega and Nintendo 
will not let that happen, and I can tell you first hand 
many of our readers and we ourselves aren’t ready 
to give up our 16-bit friends. I’m speaking mainly 
from my experiences talking with third party devel¬ 
opers. Sega and Nintendo will continue to produce 
16-bit games for at least two years and make it 
desirable for third parties to follow suit. What you’ll 
see is both a gradual reduction of cart based soft¬ 
ware and/or games with limited releases among 
third party developers. There are just too many sys¬ 
tems out there to quickly abandon this format, so 
although it will slow gradually, 16-bit will most 
likely play a key role in gaming for at least 
another year. 

And now back to our regularly scheduled program... 
Nintendo’s strategy in regard to the whole cartridge 
situation is simple, yet ingenious. It's called quality 
control. Does anybody remember that? Not just any¬ 
body with a design document can make games for 



the U64. Submitted designs must first be approved ' 
by a hand picked staff (of gamers, not suits) at 
Nintendo. Their job is to allow only the very best 
games from each genre to be developed. Nintendo 
will play a key role in the release of each game. The 
goal is for every game to be the absolute best in its 
category, surpassing anything else available. 

Therefore, although there will be fewer titles avail¬ 
able at any given time, the demand will be extreme¬ 
ly high because each one will be of the highest 
quality. Sounds like a plan to me. After all, how 
many games does the enthusiast buy a month, five 
or six? Imagine if they were all amazing. Of course 
you’ll have us bringing you previews as well. 

Nintendo has really opened up to us recently, and I 
must say, they’ve been a pleasure to work with. 

So the plan is for everyone to win. You don’t get 
stuck with any bad games and developers won’t 
have to rent airplane hangers to house all their 
unsold cartridges. Add to that the unbelievable price 
of the Ultra (249.99 or less with a pack in!) and 
you’ve got yourself one heck ot a winning 
game strategy. 

Over the last few months, we've tried to bring you 
as much information as possible in regard to the 
next generation of gaming and how each company 
will introduce their new hardware. We are excited 
about them all. As the news flows in from Sony, 

Sega, SNK, and Panasonic, we will bring you those 
stories as well. As the press in this industry, it is our 
job to take what we are hear and convey it to you, 
as accurately as possible, month after month. The 
Ultra has been shrouded in secrecy for some time 
now, as Nintendo has prepared for its entrance into 
the marketplace. The mail has literally been pouring 
in, as the rumors of the Ultra’s demise has been , 

reported elsewhere. Well, now you know. Check out 
the pictorial on page107 to find out even more. 

So, the stage is set. Sony, Sega, and now 
Nintendo, are all ready to join the next generation ' 
system wars. All three will unveil their powerful 
new hardware at the upcoming E3. With the 3D0, i 

Jaguar, Neo CD, 16-bit still humming, and these 
monsters on the horizon, the face of gaming is tak¬ 
ing a whole new shape. I hope you’ll continue to 
read about it right here. 
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Whether the FDA approves or not, your eating hahits are 
about to change. Meet GEX: your t ongue - snapp ing, 
smart-ass alter ego. With this ff© CKC^S gravity 
defying grip and thrashing tail, you’ll prowl 
a twisted world of TV-villains and B-movie 
scoundrels, hurling WXClrSCl Oil©III©I S 



3D gecko action, 450 frames of GEX animation, 
hand-rendered backgrounds and CD-quality 
sound boost realism to eye-popping proportions. 


Each world inspired by either Rung Foo, Shmuck 
Rogers, that Indiana dude, Boris Carloff, and 
Rojer Rabbit. (Legal weasels require we be vague.) 




and fireballs. It's one brain-frying, TV-land trip, 
where dining out means CrUIlChy dragonflies, juicy 

grasshoppers, tasty fleas and caterpillars. 
^ Not exactly the colonel’s snack’n pak, but 
* ife l lip- smackin’ good, just the same. Without these 

skahky nuggets o'bug guts to munch for power, 
• JmI you’re roadkill, baby. Oh, you’ll hust a few 
'3m of Miss Manners' rules in 
this 32-bit battle. But hey, 

only wussies 

worry about good taste, 

light? 


Call 1-900-737-4767 85t/min. 18 or older touch-tone phone only to hear 

Dana Gould's hilarious GEX routines. Yeah, it’ll cost you a little, but you'll cough up a lung 
as he sends you reeling with side-splitting laughter like only a guy who OD'd on 70's TV can. 


: trademarks of Crystal Dynamics Inc. 3DO, the 3DO logos ; 
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PROPELLED, 50 FOOT METALLIC 
BEAST IS NOT FOR PEOPLE 
WHO LIKE THEIR MILK WARM, 
SO, IF YOU'VE GOT HAIR ON 
YOUR CHEST, STRAP YOURSELF 
INTO METAL WARRIORS™ FOR 1 

Your super nes®and pilot 

ONE OF SIX HEAVILY A 
ARMED BATTLEDROIDS. Jg 
DESTROY THE ENEMY 
ACROSS NINE CARNAGE-^| 
FILLED LEVELS WITH AN ■P 
FLAME 


DO NOT ATTEMPT 
TO OPERATE THIS 
MACHINERY IF YOU'RE 
A SPINELESS UUSS 


ARSENAL OF . . 

THROWERS, BEAM SABRES Bgpj 
AND PLASMA CANNONS, 

IF YOUR UNIT’S^H 
TAKING TOO MUCH 
DAMAGE, EJECT 
AND NAB A FULLY 00^ j| 
FUNCTIONAL ONE, ^ 

BUT WATCH YOUR ; 

TAIL, WHEN YOU'RE 
OUT IN THE OPEN/^^^ 
YOU'RE EASY MEAT, THERE'S 
ALSO THE 2 PLAYER BATTLE- t. 
MODE, WHERE YOU AND A | 
FRIEND CAN MELT EACH | 
OTHER INTO BEDPANS. IT'S 1 
KONAMF'S METAL WARRIORS™, 1 
PICK IT UP AND YOU’LL I 
STAND TALLER. EVEN IF B 
[f-roq YOU ARE SPINELESS, F 


ICOMING SOON! METAL WARRIORS. 

CALL 1-900-896-HINT FOR FREE 

[preview information; 


































































n a list of your top 10 favorite games and the 11 
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TOP TE Al 

1. Donkey Kong Country (SNES) 

2. Mortal Kombat II (SNES) ™ 

3. Final Fantasy III (SNES) 

4. Earthworm Jim (Genesis) 

5. Super SF 2 Turbo (3D0) 

6. Alien Vs. Predator (Jaguar) 

7. Samurai Shodown II (NEO'GEO) 

8. Doom (Jaguar) 

9. Super SF 2 (SNES) 

10. Tempest 2000 (Jaguar)Hg 


M ' WANTED 

1 K ' lhr ' nslincl (Ultra 64 ) 
Virtua Fighter 2 (Saturn) 

3 -fantasy siar IV , Genes; 

' al W'»(3DO| 

5. AIB4 Jam Tournament Ed. (SNES) 
anzer Dragoon (Saturn) 

& Ge * (3DO) 

9- Mega Man X'(SNES) 

1°- Chrono Trigger (SNES) 


JSNES GENESIS GAME GEAR Jj). * ^ 
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St^ ■ 

fijern James of Grass Valfe^ CAn 
flfathan Scarpelli of San Diego, C/ 
Justin Krupa of D&N, Ml 







. FROM HOME. ' ... 

S T A R G A T E 

BUT WILL 

. IT BRING 

YOU BACK? 






Qrcivef ‘With gT^ Controller 
lV ln ( Hancf 0o y\ c Icintf Where 
Qieaters Cjprosper... 
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KILLER INSTINCT ARCADE - ^ 

PLAY AS EYEDOL [WE SWEAR, THIS ONE WORKS!) 

1. At the Character Select screen choose Riptor, then hold the joystick to the left while holding down Jab, Short and Strong. Do not release 
either the buttons or the joystick. 

2. Once the character animation screen appears (“Riptor VS opponent” screen), listen for the “whoosh" sound. Once you hear it, push the joy¬ 
stick to the right, release the three buttons, and hit Strong, Fierce, and Roundhouse. The announcer’s voice should say, “Eyedol.” 

The human-controlled Eyedol does not regenerate energy by stomping his hooves. You can use the club to redirect an opponent’s projectiles 
back at him. Nhan Nguyen, Houston, Tx 

MEGA MAN X 2 (SNES) 


You must have all eight weapons, all 8 heart tanks, and all four subtanks. Make sure you have 9 
lives and have all weapons and heart tanks at full power. 

Play through the game until you reach the third level of the boss stages. The stage is Agile’s. Part of 
the way through, there is a place where you can go down a ladder, but there is also a ladder that you 
cannot reach. You need to crystallize one of the bats to reach the ladder. 

Climb up and you’ll find a series of spikes you must cross. Power up the fire weapons and dash 
across the first set of spikes. Quickly fall through the spikes and use the air dash across the nest set 
to the left. 

Then there is a long drop down. Stick to the right side wall and use the radar to find the invisible 
section in the wall. Inside is Dr. Light’s Special Present for Mega Man X. The Dragon Punch can be 
performed just like in Street Fighter II, but only works when Mega Man X’s health is at full bar. 
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THE NEED FOR SPEED (3D0) 

Using the second controller on the inside-car view simultaneously press 
and hold up, L, and A buttons. It will give you a new inside-car view with 
a much larger viewing area of the track. If you continue to hold the but¬ 
tons, it will make the rear-view mirror disappear, while holding it even 
longer will make the speedometer disappear, eventually returning to the 
original in-car view. 

Kevin Nelson & Jeff Lines - Racine, Wl 
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! Skiing and Snowboarding (Jag) 


At the main option screen where you can select your race and number of players e 
the following 4, 0, 8, 5,7, 4,1,4 
This will get you to another option screen. 


0 = Music On/Off 

2 = End of Ride 

3 = Gold Cup 

4 = Silver Cup 

5 = Bronze Cup 

6 = All runs opened (Free ride) 

7 = Show Game Over 


Select a Challenge - Fire A and number 
Select a Race - Fire B and number 
Select Music - UP/Down (D-Pad) 

Select Sound FX - Right/Left (D-Pad) 
Same sound FX - Fire C 


At the Sega opening, press A, C, and Start on the 2P pad. You’ll hear a voice. At 
the title screen, press A, B, C, and Start on Pad 1. You’ll enter a screen with 
options like “CRT Test” “Bookkeeping” and “Memory Test.” This menu was 
designed lor arcade operators, proving that Afterburner is a 100% direct arcade 
port! 


Brad Geiger - Logan, OH 
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EARTHWORM JIM (GENESIS) 


In level 1 before the last boss appears, jump 
on the spring, push up and hold the jump but¬ 
ton. You will fly up, land on two platforms and 
find some cool power ups! 

Sylain Simard 
Sarnia, Canada 


BUBSY (JAGUAR) 

Level Codes: 

Level 2 = 392652 


Level 4 = 958936 
Level 5 = 739294 
Level 6 = 184792 
Level 7 = 812615 
Level 8 = 781367 




STAR WARS (32X) 
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Level 9 = 126712 
Level 10 = 236721 
Level 11 = 673167 
Level 12 = 792323 
Level 13 = 672328 
Level 14 = 782389 
Level 15 = 672345 




To use these codes, pause the game anytime during play. 

Timer Reset - Left, Down, “A”, “C”, Down, Up 
Freeze Timer - Down, “B",”B”, Up, Right, Lett 
Piano Mode (Sound Test) - Up, Right, Left, “A”, Down, “C" 

Note: These codes only work with a 6-button controller, because there is no way to pause the 
game on a 3-button controller. 

Jon Lenaway - New Baltimore Ml 


The Super 
Hocus Pocus 


Giveaway 


GameFan T Shirt, 
the game of his/her 
choice and a one 
year subscription 
to GameFan. 


The winner will 
receive a free game 
console of his or her 
choice. That’s 
game console; 3DO, 
Jaguar, Sega CD, 
Genesis, CDX, SNES, 
or Neo Geo. 


Fan T Shirt, 


The Super Hocus Pocus Giveaway. Send in your codes, good 
bad or ugly. We’ll choose one grand prize winner each month 
Codes cannot come from a previously published US magazim 
Winners will be drawn each month and displayed here in 
Hocus Pocus, a place where cheaters can prosper 
now, like never before. (Current subscribers will 
receive a one year extension.) 

Sylain Simard 
Sarnia, Canada 

Gerry Gonzalez 
Inglewood, CA 

Nhan Nguyen 
Houston, TX 


Hocus Pocus 

5137 Clareton Dr. Suite 210 
Agoura Hills Ca. 91301 
















































Sneak Preview 
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The #1 most popular fighting game 
of the past two years is about to receive 
its second sequel, and smart money says 
part three will be three times better than the 
previous editions! Mortal Kombat III. Need I 
say more? 

Okay, I do need to say more....but what I 
won’t do is fill eight pages with meaning¬ 
less rumors, innuendo, and speculation. 

Just the facts, Jax! 

For starters, MK III takes place some¬ 
where on Earth. The exact storyline is still a 
mystery, but Shao Kahn is back. The 
Outworld gang is coming to town...sounds 
like Predator 2, eh? 

Of the original casts of playable charac¬ 
ters from MK I and II, only Sonya, Jax, Kano, and 
Kung Lao are 100% confirmed to be playable in III. 
According to Ed Boon’s comments on the Internet, 

Liu Kang is highly likely to be in III in some fashion, 
possibly played by the same actor who portrays him 
in the MK movie. As for the rest of the characters, 
designers Ed Boon and John Tobias were consider¬ 
ing have them make cameos of some fashion, but 
they weren’t talking at press time. 

Why so few old characters? To make room for a 
ton of new characters! Boon and Tobias don’t want 
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John Tobias Prepare 
For Filming 








Keno Prepares For Battle. 


to get stuck in the SFII upgrade rut, so with each 
new version they always want to create a largely 
all-new playing experience. 

As for the characters...we’ll let the pictures do 
the talking. John Tobias (I love this guy’s art) did 
hand-drawn illustrations to show what the digitized 
characters will look like. Check out that buffed 
female who looks like Goro’s sister, and the new 
white-haired, black-figernailed vamp character! 
Sexy, awesome, devastating! As for the T. Hawk 
lookin’ dude.Jooks familiar? 

Additionally, the photos depict some heavy work 
sessions from the making of the game. With Boon 
behind the keyboard, Tobias behind the easel, 
and both behind the camera, you know it’s all 
good. 

We refuse to speculate on things like extra but¬ 
tons, new fatalities, etc. because there are simply 
no facts yet available. MK III is due to go on test in 
Chicago in March, with a national arcade release 
sometime this Spring. We ll be there! (P.S.—Check 
out Other Stuff for details on the home versions). 
—Slasher Quan 
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IN CASE YOU ARE NEW TO THE PAGES OF GAMEFAN, YOU SHOULD KNOW THAT WE REVIEW 
GAMES IN COMPARISON TO OTHER GAMES ON THEIR RESPECTIVE PLATFORMS. ALSO, EACH 
GAME SHOWN IS REVIEWED IN DEPTH WITHIN THE ISSUE. SO YOU GET FOUR POINTS OF VIEW. 


Nick Rox K. Lee 


Nick Rox 
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STMWrc * GENESIS • ACCLAIM . 1EMEG • 1 

CTION/ADVENTURE • 1 PLAYER 

Stargate brought me back to 
those great Aliens days. This 
game looks and plays just as 
good, it not better than that fine 
Genesis cart. It’s got graphics, 
music, control, and length, com¬ 
pletely covered. 

I'll never gel used to jumping 

GRAPHICS 9 

MUSIC 8 

COHTROL 8 

PLAY MECH 9 

ORIGINALITY 9 

As many of you may know, I'm not GRAPHICS 7 

too lond of European games, but 1 

cannot disagree with the fact that this MUSIC 7 

title is pure quality... and without a 

doubt one of the best movie-to-game CONTROL 8 

translations ever. Plenty of play 

mechanics are involved here, such as PLAYMECH 9 

multiple weapons, puzzle overtones 

The programmers at Probe work 
their magic once again. The 
graphics are well shaded and 
the rotoscoped characters ani¬ 
mate very smoothly. What's 
even better is that the quest is 
long and it really draws you in 
to the story. The music is groot, 

GRAPHICS 8 

MUSIC 8 

COHTROL 9 

PLAY MECH 9 

1 

with the 'A' button, but I'll contin¬ 
ue to make an exception whenev¬ 
er this team at Probe comes out 
to play. 

90 

and much exploration of the massive ORIGINALITY o 

levels. While the art and music may 

not be for me (they're decidedly Q 

Euro), the game makes up lor it in f 

design. W mm 

but it gets a little repetitive at 
times. 1 found Stargate to be a 
polished well rounded game. 
Excellent. 

ORIGINALITY 9 

84 



What a game. Centy provided GRAPHICS 9 
the hind of enjoyment found in a ' 

game such as Zelda 3. The MUSIC 9 
graphics and music are very c(m0L iq 
well done, the story is cool, the 
quest is vast and I love the way ™c» 10 

your character can perform so .. . 

many tasks. More than just the — 
sum ot its parts, Centy is one of f 
those games that can consume 
you tor days on end. _ 


PHANTASY STAR « GENESIS » SEGA » 24MEG » RPG « 1 PLAYER 


- 

mm* i&k&Fik . 

Good things come to those who 
wait... and have 85 bucks! Sega’s 
testing the RPG waters with this 
title, it’s 85 bucks in a paper box: 
with Xerox instructions, and the 
bonehead magazines have 

RAPHICS 9 

MUSIC 9 

ONTROL N/A 

The ultimate Sega RPG has finally 
arrived. Although il was mis-lranslated 
and has little connection to the previous 
games because ol this, the game itself 
is the same and is undeniably one ol Ihe 

GRAPHICS 9 

MUSIC 9 

CONTROL N/A 

This game is the Genesis' Final 
Fantasy III. gorgeous graphics, 
amazing music, a tantabulous, 
involved storyline and many 

MUSIC 8 

CONTROL N/A 

T\ fk 

already done completely wrong 
and damaging reviews. With 2 
strikes against it PS4 will never 

LAYMECH 10 

IRIOINALITY 10 

greatest RPGs ever fashioned. The 
graphics are heaulilul, Ihe music is 
powerful, and the non-stop original 

PLAY MECH 10 

ORIGINALITY 9 

original features like vehicle 
battles and bounty hunting 

PLAY MECH 10 

ORIGINALITY 10 

* 

>:fi 
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Sega will have yet another excuse 
to shun RPG’s, but when all is said 
and done this is a GREAT RPG! 

90 

ideas make this cartridge an absolute 
must-own lor Ihe RPG enthusiast, 
chintzy packaging or not. 

97 

sub-quests make this a game 
I’ll play through to the end. 
Truly brilliant! 

92 



What is quite obviously the 
greatest platform game ever 

GRAPHICS 9 

The impossible has happened. 
Shiny has taken a near perfect 

GRAPHICS 9 

created is now in its final incar¬ 
nation, but 1 can't warrant giving 
it a higher score simply because 
we all probably own it already 

CONTROL 10 

PLAY MECH 9 

game and made il even better. Not 
only does EWJ CD have some ol 
the shortest Sega CD loading time 
ever but it's even faster than most 
3D0 games. The cool CD tunes in 

MUSIC 9 

CONTROL 10 

PLAY MECH 10 

and this CD isn't quite worth the 
purchase if the cartridge is 
already yours... but if you don't 
yet have the original, this is an 
absolute must-buy. 

ORIGINALITY 8 

97 

this new EWJ would have been 
enough improvement for anybody, 
but DP and co. added new levels 
and even more appealing charac¬ 
ters. Shiny never cuts corners. 
Groovy. 

ORIGINALITY 10 

98 






OGRE BATTLE • SNES • ENIX • 12IVIEG • STRATEGY • 1 PLAYER 

One of the greatest injustices ever GRAPHICS 
done to the SNES was the non- 
8 release of Ogre Battle, the best MUSIC 


No doubt about, a card battle in the graphics 9 
US is long over do, not to mention 
another game from the RPG masters 
at Enix. Ogre Battle is a strategy CONTROL N/A 
fans dream come true. It’s got M g 

amazing 3/A view graphics, intense - - 

battles filled with magic, a great ORIGINALITY 10 Jian'el.^Ien'iTy'oMMYcare tha't mmvl 10 


and Enix is at long last bi 
to us. It's all here - gorgi 
beauteous orchestral tu 
one ol the most ingenious ai 


plot, and lining music. These ingre¬ 
dients are SO important in a strategy 
setting. OB's got ‘e 


90 


much for strategy games, lili 

-it. Buy it now ar 

:ehsto spend wi 


94 


game. While Metal Warriors is not 
an outright sequel to Cybernator, MUSIC 
MW is too close in concept not to 


METAL WARRIORS • SNES • KONAMI • 16MEG • ACTION/ADVENTURE • 1-2 PLAYER 
Anyone who dug the great graphics 8 
Cybernator will be overjoyed with 
Konami's sequel, Metal Warriors. HUSIC 8 
This game is similar, but has tea- n 

tures that make it ditlerent than “™ L 0 

the first, including being able to playmech 8 
climb out of your mech. and blast 
away! The music, level design, ORIGINALITY 9 
and graphics, are all of the same ' 
high quality and the 2 plyr. fea¬ 
ture is a nice bonus. The SNES 
keeps rockin’ 


80 


W is gond but not 
ig “C". But alas originality 6 
med in America, 

Dt Japan like the first 


71 


I cannot stress enough to you, GRAPHICS 10 
how amazing this game is. All 
the graphics are super detailed Muslc 9 
and very classy, the artwork IS M|A 

art, the quest is long, the music C0N ™ L 
is amazing and Waterford does g 

not have crystal as clear as the 
voice in this game. Are strategy ORIGINALITY , 9 
games supposed to be this cool? 

Ogre Battle is to STG’s what Final 
Fantasy II was to RPG’s. 


th this game. The graphics 7 
MUSIC ‘ 7 

not quite the execution or refine¬ 
ment ol it. The graphics are very COHTROL 9 
good, as is the animation, 
music gets downright cheesy at 
times. MW could (and should) 

ished overall, ho 

ing gameplay. 2P mode and mul¬ 
tiple robots make up lor some ol 
the rough edges. 



GRAPHICS 8 

CONTROL 8 

PLAY MECH 8 

ORIGINALITY 8 

Oh Joy! 1 enjoy being target 
practice lor a bunch of comput¬ 
er thugs and dodging bullets til’ 

1 hurl. On the serious tip, TL 
was frustrating on two levels. 
The game is conceptually solid, 
but the little graphics and 
unmemorable music left me 

GRAPHII 7 

MUSIC 6 

CONTROL 9 

PLAY HIGH 8 

ORIGINALITY 8 

Here’s a case where a movie 
license is made into a solid 
game, (somewhat of a rarity 
these days) but the overall expe¬ 
rience is crippled by the high 
level of difticulty. Now don’t get 
me wrong, 1 enjoy playing a 
game you can t heat in one day, 
but there’s a diflerence between 

GRAPHICS 7 . 

CONTROL 8 

ORIGINALITY 8 

79 

the game is a bit on the impos¬ 
sible side..jeez. Arduously 
strenuous. 

70 

challenge and frustration. Unlike 
Super Battletoads, tor example, 
TL is not quite a good enough 
game to justify all that pain. 

73 


he looks pretty cool, Tom’s along with 
commentary and the goons die in a 
spurting pool o’ hemoglobin. Great 


GALAXY FIGHT • NEO GEO • SUNSOFT • 170MEG • FIGHTING • 1-2 PLAYER 


female with exaggerated leatuies and 
one s a combo-crushin’ robot, in other 
words, originality is alive and well in 
'Galaxy Fight. The second thing I like is 
the smooolh zooming camera effects 
that make ‘Art of Fighting’ look 
chunky. And Unally, this game just 
plays extremely well. I’d have to say 
[that Galaxy Fight ties Samurai 2, as 
my favorite Geo lighter. [ 

[the CD. _ 


GRAPHICS 10 

1 thought the limits of the Neo>Geo had 
been reached, but softs like this and Ihe 

GRAPHICS 10 

Sunsolt has made a spectacu¬ 
lar Neo-Geo debut with Galaxy 

GRAPHICS 8 

MUSIC 9 

CONTROL 9 

upcoming Pulstar bom Dino are quickly 
changing my opinion ol Neo hardware. 
This game has live parallax scrolls with a 

CONTROL 9 

Fight. At first, the game drew 
me in by virtue ol great music, 

COHTROL 10 

PLAY MECH 9 

ORIGINALITY 9 

deep line-scrolling lloor... and everylhing 
scales) Near-perlect gameplay, art, and 
music don’t hurt, and this game's got 'em. 

PLAY MECH 8 

ORIGINALITY 8 

characters. However, where 
GF shines is in its playability. 
In Galaxy Fight, pulling off spe¬ 

PLAY RICH 9 

ORIGINALITY 8 

95 

with the American Neo*CD, so that you 
too can experience the bliss that is 
Galaxy Fight... way to go Sunsoltl 

95 

cial moves and cool combos is 
a snap. Another great lighting 
game for the Neo-Geo. 

92 



TEMPO • 32X • SEGA • 2AMEG • 

Tempo's a hard one to call. It’s a 
cool game, but not all that 32-bit. 
The game revolves around music... 
but the music hurts. The graphics 
and gameplay are pretty high quali¬ 
ty, especially lor younger lads. It 
SOA woulda' gone wit’ techno I'da' 

ACTION/PLATF 

MUSIC 5 

CONTROL 8 

PLAYNECH 7 

ORIGINALITY 9 

RM • 1 PLAYER 

This game would have been fit- 
teen times better if Sega had 
lost the painful rap and hip-hop 
throughout the game. Tempo 
himself is a cool little charac¬ 
ter, and much of the game is 
highly original and very 
Japanese - all the more reason 
to lose the lame American 

MUSIC 3 

CONTROL 8 

PLAY MECH 8 

ORIGINALITY 8 

While others at GF may bag on the 
hip-hop theme of Tempo, 1 found it 
to be unique and actually enjoy¬ 
able. We all agree Tempo is ol 
higher quality than the first batch 
ol 32X games. This is an impres¬ 
sive game-there’s color galore, 
much movement in the back¬ 
grounds, cool special FX-every¬ 

MUSIC 8 

CONTROL 8 

PLAYNECH 7 

ORIGINALITY 8 

ii 

l * * 

liked it a whole lot more, but, in the 
end 1 just think Tempo's OK. He sure 
has smooth rotation! 

79 

tunes. Despite Sega’s claims, 
Tempo will not move your 
mind.’ 

80 

where you look, and Tempo him¬ 
self has personality to burn. 1 
would love to see a sequel done 
on the Saturn. 

88 



AFTERBURNER • 32X • SEGA • 16MEG • SHOOTIN G » 1 PLAYER 


After Burner is a perfect transla¬ 
tion... ol a game that could have 
stayed buried lorever. 1 have a 
“new" 32-bit system with TWO 
SH-2’s in it, right? So, why can't 1 
get a more recent arcade pnrt? 1 
played this to death years ago. 

MUSICLFX 8 

PLAYNECH 5 

Despite what Skid has to say 
about Alter Burner, 1 still cnnsid- 
er it to be one of best and most 
ground-breaking arcade titles 
ever and thus still quite fun 
today, let alone nostalgic joy. II 
you've never played the arcade 

GRAPHICS 8 

MUSICLFX 7 

CONTROL 8 

PLAYMECH 7 

l am totally amazed!. I cannot 
convey to you, how perfect a 
translation After Burner is. 1 
swear to you. all the intense 
gameplay, every graphic, every 
sound sample and every level of 
the coin-op, is absolutely dupli¬ 
cated on the 32X. Trouble is, 

GRAPHICS 8 

MUSICFX 8 

CONTROL 9 

ORIGINALITY 7 


Left, right, shoot, fire!, fire!, zzzzz. 
Sega, read my lips, Stadium 
Cross, Outrunners, PowerDrift, 
Galaxy Force... 

70 

game this cart is amazing... 
hardware scaling galore and 
very good 3-D, not to mention a 
great game. A worthy purchase. 

83 

the game is so ancient, you'll 
need a good memory and a dose 
of nostalgia to give a hoot. 
Melancholy. 

79 
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Does anybody remember the phenomenal Genesis version of 
Aliens? If you do, I’m sure you have fond memories. Well, pre¬ 
pare yourself to play an equally joyful game obviously created by 
the same team of talented designers and programmers, Stargate. 

: Like Aliens, Stargate is as non-linear and adventurous as 
Genesis games come. It also features stellar rotoscoped / 
graphics which surpass any that I have seen on the system Jr 
to date. /■- 

Stargate is comprised of many missions which you /> 
will receive as you progress into the game. You’ll '£ 
conduct massive exploration while dealing with /v 
nasty beasts from the deserts, caves, and / 

dwellings of the movie’s version of a lost / 

Egyptian city on an alien world. / 

In the game Kurt looks like Kurt, and ' £ * 

James looks like James. Even scaled £ STAR 


down to fit into a video game screen, the sprites’ mannerisms 
reflect the actual actors. If you’re a fan of the movie, this realism 
really helps get you into the flow of the show. The enemies in 
Stargate are impressive as well. Though they are not many 
(maybe eight in all), they look and animate very 
k realistically...except for the poison-shooting armadillos, they 
\ just look plain silly. 


jumping with the A’ button. Af jumps, B’ shoots, tap- 
\ ping ‘C’ hurls a grenade (over- or under-hand), and 
\ holding ‘C’ allows you to run. 

\ Kurt can hang and climb up ledges, similar to 
\ the ever-popular Prince of Persia. He can also 
\ climb up ropes and vines. The animation on 
\ these movements is utterly perfect. Once 
1 t \ you get used to the control you will find 
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After playing Ex-Ranza/Ranger-X, many a 
gamer said said to himself “Wow! When will I 
be able to play a new Gau game?” Those 
gamers have had their wish granted - well, 
sort of. Gau is dead, but from its sooty ashes 
rises its newest form: Nextech. 

In Crusader of Centy you take the role of 
young Corona, a boy caught up in the turmoil 
of his own puberty as he crosses the threshold 
into his fourteenth year in the world Centy. 
However, a group of mutants have come back 
to the world around the same time. With that. 
Corona Is off in a very Zelda lll-esque romp... 
with the help of his sword, passed on by the 
noticeably absent father figure. I know what 
you're thinking: “Okay, okay... nice plot, and 
it's Zelda lll-esque... but to warrant a play, let 
alone a PURCHASE, its gotta have an extra 
SOMETHING that puts it ahead of Zelda til in this 
day and age. Extraordinary graphics and sound 
or perhaps an extra-dramatic and compelling 
guest... So, what’s this game got?" I'll answer 
that for you: 


jHsdjj: 






course, Rafflesia Forest. All sorts of obstacles 
await him there, like moving grass, elastic 
bands, and large chasms. Which aren't real 
chasms at all, but holes with the exact same 
pattern encircling them as Zelda III seemed to 
have. Hmm... Corona also travels up into heaven 
where another obstacle course exists that hin¬ 
ders your way from proceeding on to the far¬ 
thest reaches of the afterlife. There you'll meet 
deceased Animal Friends and take the Nestea 
Plunge onto platforms that 

ESp- tS L' more and more of themselt 
t* t r as you walk on them. 

Si [ I Eventually, they spell out a 
- I F I f word, “DOG,” which, if 

you're either dyslexic or an 
atheist with a wry sense ot 
humor, might mean “GOD.” It’s all a hint, 
though, to use Mac to open up a door! 

The graphics are rather cutey-honey and pas¬ 
tel, even more so than Zelda III, and some of the 
scenes are wildly fantastic - fighting the dragon 
in Heaven, as clouds shift and warp all about in 
this motion-frenzy, for instance; or the toad, 
warping about and blending into the background 
inside of an ancient building, as if Corona had 
ingested LSD or actually licked the toad. If this 
were a year ago, I'd be required to say, “Whoa! 


all have special powers, 
too. For example, some of 
the friends are the penguin 
and lion, who give your sword the powers of Ice 
and fire, respectively, a cheetah who bestows 
you with the ability to run at a fantastic speed, 
sans Cheddar residue; a flamingo that can 
accentuate the power of whatever other Animal 
Friend is equipped; and an armadillo used for 
tossing around like a block, just like all rep¬ 
utable zoos use their armadillos! However, I 
have found that the most valuable animal friend 
to be Mac the Floating Dog. His gyrations are 
really quite whimsical and he’s a great all- 
around companion. The great thing, though, is 
that the animal friends are easy to control and r 
do what you wish, unlike your companions in [ 
the “other” recently released overhead 
Genesis adventure, Beyond Oasis. This also 
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The rules are still the same: strap on the lead nads 
and go as fast as you can, rub out all other riders 
and try not to get busted in the process! 


Watchout for the cops! Meaner 
than ever & ugly too! 


ELECTRONIC ARTS • 16 MEG ; Harley-Davidson or a Ford pick-up truck, you 
: RACING • 1-2 PLAYER ; can actually tell its a Harley or a Ford. 

' nvmi ari f MARru ' Everything’s digitized including you, similar 

•.SSS—.’ to the godly 3DO version. 

The traditional RR blind jumps, road kill, and pavement obstacles are still present, 
but in RR3 they're more frequent. So hitting a car, or varmint in the road is more likely 
in this version, resulting in higher difficulty and deeper gameplay. Also, once you grab 
a weapon from another biker, you keep it throughout the rest of the game, so grab a 
good one! 

The computer rashers are now more intelligent, more aggres- 
— i -rf sive, and much more difficult to pass. I found that in order to 
i li be competitive in RR3, you best find a weapon to keep the nas- 
W ' S HI ties oft your back 

Ift v " If you and a friend want to play together, the two of you can 

H race against each other alongside the computer rashers in 

split screen mode, or race against each other without any 
CPU bikes on the track. The frame rate however, does slow 
\ down considerably. RR3 is still best when played alone. 
t| r 6 \ One last little bonus are the cinema's when you win or 

X loose - Thev may no * 116 32-bit hyper gnarly graphics but 
r they sure are funny! Next 


Road Rash since it first came out , 
on the Genesis in 1991. I loved { liswf *4$ 
the incredible scaling effects, 

varied tracks, and in particular, f «ext r»ce: b^zie 1 * 5 , s hues 
the instinctive gameplay. Now 1 ERflZIL GER(WHV KEHY(1 
it’s 1995, and rashers have a new! 
game to contend with: Road Rash 

3-Tour de Force. In this, the third variation on the Road , ASH 
Rash theme, players race their machine’s around the world, f 
As I picked up the controller and attempted to get a feel fortfRP 
the bike, that old Road Rash feeling came back into focus. ( 

Even when you ride one of the worst handling bikes in RR3, 1 \ 
there is a sense of precision and control that inspires confi- t V 
dence. {m 

With RR3, not only do you experience different feel and per- >, ^ 
formance parameters with all the various bikes you can buy, you \ 
can even go one step further by purchasing different body panels, { 
suspension parts, tires, and engine enhancements-a new feature. :■ 

Once I got the control wired, I started to look around at the scenery. What 
did l see? Well, there’s definitely a lot more objects on screen and the 
graphics are more detailed. For example, when you scale up to a police 
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millennium 


7 The highest power in the realm of Sega RPGs has finally been reached: Phantasy Star: End of the 
i Millennium is here! Never before has the Sega RPG gamer experienced such fantastic art, music, and 
gameplay, and the levels of joy reached while playing this title may cause even the oldest RPG hand to suf¬ 
focate with the absolute magnificence of it all. 

| The Phantasy Star saga is without a doubt my favorite Sega series, and as every RPG fan knows, he 
doesn’t like people messing with his series. 

Unfortunately, that’s what’s happened here. Almost every name was changed, and changed painfully: Why 
change Rudy to Chaz, Fal to Rika, Pyke to Gryz, Slay to Rune and Lyla to Alys? Much of the game is mis¬ 
translated, too, leaving little relation to the original Phantasy Stars: In the first twenty minutes of playing you’ll 
come across three glaring mistakes - Palma’s called Parma, Dezoris is called Dezolis, PSI’s Dr. Luveno is 
Dr. Lubetz, Alsulin is Alshline, and the list goes on and on. Cmon* Sega, how hard could it possibly be to 
JT have your translators play through the first three Phantasy Stars if only to retain continuity? Forgive me for 
H ranting about this, but to me the most important aspect of the RPG is storyline. To make such obvious mis- 
takes is just... silly. 

H Enough of that... on to the actual game. Unlike other gaming magazines seem to say, PS:EOTM is one of 
’ ■ I the most original RPGs I’ve played in a long while, with plentiful original ideas: Attacking from vehicles, com¬ 
bining two or more spells to form a gigantic, hot-death-dealing, color-cycling, “combination attack,” bounty 
hunting-style subquests, space travel, full-screen anime cinemas every couple hours, etc. etc... obviously 
| the “other guys” played through only the first, scenario of the game: The graphics are gorgeous, the music is 

I some of the best I’ve heard in a while on Genesis, full of batchin’ samples,,ghd the game exudes, nothing 

| more than pure, joyous power. If you're a fan of the series, you have no excuse not to purchase this game 
now... even with the obvious mistakes. If you’re 
an RPG gamer who’s never played a PS 

^ — * game before, you owe it to yourself _ 

■BP*®’*”’- to experience the series’majesty... , ' 

' * so, in effect, no matter who you 

are, the purchase of Phantasy 

J J - Star: End of the Millennium is > 

. required! -N.Rox > 













































Three Characters. 
Two Outlaws. 

One Serious Mess, 


dialog« e! 

To** 


2 hours 
ultimate 









you can also select 
the hidden charac¬ 
ter, Ryo Sakazaki, 
without inputting a 
secret code. What 


; So you say you 

}, own a Sega CD and » 

^ you need a new tight- 

^5 ing game. You’re 

f% also tryin' to tell me ig. * 

^ I that you would preler_.#!&.,____ 

i one that features 

* plenty ot technique, good control and cool combos. 
H Well, JVC may possibly have the answer to your 
prayers with its Fatal Fury Special translation, com- 
i ing (rom the Neo»Geo to your Sega CD. This version 
I is very close to the original, but a few missing 
. touches and details keep it a ways from perfection. 

With the added memory capabilities (over carts) 
•M ol the Sega CD and the 150 megabits that make up 
*3 the arcade Fatal Fury Special, you would think that 
?/ § the two together would be a match made in heav- 
-f | en...well, I wouldn’t go that far. 

; On one hand, the sound is fantastic. All of the 
, sound samples and music of the Geo FFS have been 
^ digitally recorded and directly transferred over to 
fj this SCD version. The voices are super sharp. 

M The game play is great, too. Not only can you 
^ select all 15 fighters found in the arcade game, but 


Special (rom the older FF2 (other than the ability to 
play all the bosses) was the improved control and 
playability. Again the SCD is close to the Geo, and 
performing multi-hit combos and secret moves is 
a snap. 

Despite the positives, there are a few things 
about this game that bother me. Take, for instance, 
the animation. From each character’s winning pose 
to their special moves to a basic walk across the 
screen, there are definitely more than a few frames 
of animation missing. Additionally, the game has an 
excruciatingly long CD access between fights. 

It’s really just in the little details where FFS CD 
stumbles, but they are still signiticant flaws. FFS CD 
could’ve been a slightly better conversion of the 
arcade game. It’s the details that make a great 
game great. -K LEE 
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Right from the opening belch, you’ll know Earthworm Jim Special 
Edition is a plattorm masterpiece so damn good it’s disgusting. 

Developer Shiny Entertainment reaffirms its commitment to excellence 
with this greatly enhanced SCO version. Just a few extra levels, 

-- smoother animation, and mega-rockin’ Tommy Tallarico 

tuneage go a long way to dispelling that shovelware stigma 
attached to the Sega CD. 

By and large EWJ SE is about 80% identical to the Genesis 
version, but the extra touches and new features will hook you 
faster than fish bait. Get set for a full-blown all-new level, Big 
Bruty. You gotta outwit these big gnarly junkyard dog-lookin’ 
creatures who go nuts when provoked. What’s great about Big 
Bruty and all the levels in Jim is how well-balanced the action 
is between fast movin’ reflexes and brain tinglin' puzzles. It’s 
nothin’ that requires a high school degree, but if you thought it 
had all been done before in platformers, think again! 

My favorite aspect of the disc is the awesome all-new music. 

It’s just so perfect for Jim...it makes you laugh, it makes you 
;ared, then it makes you laugh again. On one level the theme starts out dark 
id foreboding, then a record-skipping sound plays and the music switches into 
light, breezy, upbeat ditty. All this happens while volcanic flames scorch your 
lide and ghosts chase you down perilous clitfs! While some Game Fans prefer 
Ihe cart’s music, I go for the clarity and brilliance of Tallarico on CD. 

It’s hard to think of a Genesis/Sega CD platformer with sharper, cleaner, 
nore fluid graphics, so I won’t even bother trying. New additions here 
include a hilarious pencil test animation at the title screen and scanned- 
art intermissions. 

Nitpickers will have a lot of time on their hands, because it’s hard to 
any faults with this game. The loading time is minimal, maybe five secs 
between levels. There’s no loading at all during game play! I think the control 
could have been oh so slightly more precise 
at times, but that’s barely worth the band¬ 
width. A password feature rounds out the list 
of new-and-improved. 

Sega CD gamers who own and love Genesis 
Jim should definitely check out SE. It’s not an 
all-new game, however, it is a wonderful new 
experience. -Slasher Quan 


INTERPLAY/SHINY 
PLATFORM • 1 PLAYER 
AVAILABLE NOW 
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GLOBAL CONfilCT 


ABSOLUTE 
TANK SIMULATION 
1 PLAYER 

AVAILABLE MARCH 


Absolute's latest tank sim is RDF tor the Sega CD, and I would have to say, it looks like it'll be one the best games in its genre. RDF is an intense 
seat-of-your-pants combat experience. 

From the cockpit perspective you get an excellent sense of dimension, meaning it’s easy to judge how far away another vehicle is when you shoot 
it. Since your tank is not very quick and agile, you will often find yourself trading blows with the enemy. Your armor is pretty strong though, so that’s 
not a problem against a single enemy. But you'll find that the bad guys quickly multiply in each subsequent level (15 levels in all). As you get deeper 
into the game, it becomes incredibly difficult to survive the massive bar¬ 
rage of guns blazing your way. When you get low on fuel or your damage —.~— --.----- -.—.-. 

meter gets too high, you can destroy a supply truck to replenish yourself. HI ii i fj ]-ns i-ik ^«r ta M4 

You have to be strategic with your attack plan, because the supply trucks 7 ' ~ . wwi** " 

are few and far between. If, for example, you replenish your fuel supply too ■>£ 

soon, you may run out of gas before you intercept all your targets. If you jf§ ■ ~ Cl ~ ; 

repair the damage to your tank too early, you won’t be able to take as many ' *. * 

hits and you won't get very far in the game. RDF rewards patience. 'Jr* 

If you're a fan of tank sims or just looking for a good game that com- $ 4 

bines strategy with shooting skill, give RDF a try. It was a great experience / ^ •s 7 ’ 







































































ilfjlF ~C*> Dust off your swords, shields, and TurboGrafx-16 

v 4_ controllers...PSYCH! Dungeon Explorer is similar to the 

action/adventure maze masher you remember from the heyday (if 
there ever was one) of the TG-16, but this time it’s on the Sega CD. This 
|ii!t!ij!!!!!|!. , edition is still overhead-view, but it leans much heavier on Gauntlet-style action 
j'ssn u '' s i than on RPG and dialogue. 

‘ Dungeon Explorer’s game play has changed, and some might think it’s a turn for 
8 T Si iVa the worse. Instead ot enhancing the RPG elements, Hudson Soft removed them 
g§**’’' 5 i almost altogether. This game is like a hyperkinetic Gauntlet, with lots of exploring 
! and monster fighting. 

Si iff | Two or more players simultaneously choose from several medieval character 
fpriY* : classes, such as knights, wizards, monks, and elves. Then it's off to delve into dark, 

I dank, multi-level dungeons which are constructed very similarly to the mazes in 
| Si fli| i Gauntlet. Monster generators must be destroyed, traps sprung, keys procured, and 
v «■* s*o I all manner of potions imbibed if you wanna get out alive. If you make it, there’s 
iiiiiiiiiiiiitiiiiiii also a massive countryside to explore complete with towns and shops. 

■ Th ° controls and movement are even like Gauntlet. Your hero 
can move and shoot in eight directions, and there’s 
definite strategy in aiming your shots, luring the liffigj 
thick-skulled monsters in certain directions, and wip- f8H 
ing out the generators. Unlike Gauntlet, you can devel- 5js 
op your character with experience points and new 
weapons, and you can save the stats to battery. 

Dungeon's graphics are generally unremarkable but 
idequate. The dungeons tend to be depicted in single- 
:olor themes, but hey, Gauntlet is a mid-80's game and 
lungeon Explorer's graphics certainly aren't better than §x:§-|-: 
auntlet. Except, of course, when you're treated to a full- 
creen cinema upon entering a new dungeon. fesra® 5 " 

. .. While the art isn't too outstanding, the animation is sur- 

' HI nrisingly good. The small sprites move fluidly with more than enough frames. You’ll 

; ; « ffg like the little beasties...until they start pounding you over the head with their clubs. 
T'olTz Explorer’s CD music is quite good. It’s sharp and crisp enough to bring out the 
1 » wanderlust in anyone. The sound effects are okay, but the voice could have been a 

|§ 6000 lot clearer. In the paraphrased words ot Gauntlet, “Dungeon Explorer needs higher 

sampling rate, badly!” 

gSffl j ! If you want a CD-size Gauntlet, or if you liked the TG-16 version and don't mind a 

S® 8S f i few changes, Dungeon Explorer is worth a play. If you’re unfamiliar with the above 

m sr- titles, consider this one a large, playable, somewhat fun, fairly repetitive, and 
y&mggjZji unspectacular time killer for your Sega CD.—Slasher Quan 





































1 am a die-hard shooter fan, and one of the finest games in the genre was the TurboGrafx-16 
Super CD’s Lords of Thunder. Featuring an original concept and theme, amazing parallax, art, 
control and some of the best music ever heard in a video game, it quickly won a spot as one of 
my favorite games of all time. When I heard a Sega-CD version was to be released, naturally I 
jumped at the chance to review it. 

The storyline is rather mundane, but some country called Mistral is being invaded by the evil 
High Priest Sornbul, and as Duran, the last descendant of Drak, you must defeat him. Fortunately, 
Drak’s armors - those of Fire, Wind, Earth or Water - are available for your use. Just one ques¬ 
tion... why change such a neat name like Landis (the TG-16 version) to a fruity one like Duran? 

There are a total ot seven stages in Lords, each grouped by element. Depending on which stage 
you enter, a different armor should be equipped: For example, if you enter the fire stage, 
Llamarada, it would behoove you to equip the Water Armor. Likewise, the Earth armor would 
make the most sense for the wind stage, Cielom. Before you enter each stage, you’re greeted by 
a hyper-breathy shopkeeping tart from whom you can purchase any of the myriad power-ups, 
such as extra life, bombs, shields, etc. with 

cash you’ve gained from other levels. . t - -.----- 

The shooting action itself is slightly easy * ’ *1 

on the normal level, but well-nigh impossi- jjjj •• jr *r -i 

ble on the hard and basically of kill-your- f y ; ' 

self difficulty on the Super level. Any semi- "] £ ' jP ^ 









































SEGA Cl> 
REVIEW 


experienced shooting gamer could beat Lords of Thunder in a day, (on the Normal level, at least) 
but the ride is more than worth it. Not only is the game’s concept highly uncommon (getting close 
to enemies allows you to attack with your sword, and your character can run along the ground if 
you so desire. Plus, each armor is totally unique in its attacks and bombs) but the truly batchin’ 
part of LOT is in the presentation. 

The graphics in Thunder are fantabulously joy-speckled, with plenty of parallax and constantly 
changing scrolls. No level has the same scenery for more than three minutes. Unfortunately, some 
of the color has been lost in the transition from the TG-16's 128 colors to Sega’s 64, and HAM has 
been used to compensate, but unfortunately the game always seems to be flickering minutely - a 
drawback of the hold-and-modity technique. 

Now tor the music. Ah, the music, what joy! Composed entirely of hard rock, Thunder’s tunes 
are the perfect shooting score, and without doubt some of the best tunes to grace videogaming in 
quite a while. Sound effects are good, with many sampled shrieks of pain from the bosses and 
your character, as well as the aforementioned breathy samples of the shop chick. 

All in all, Lords of Thunder is truly one of 

.••- —T-jr the best shooters ever, let alone on the 

1“"’ ^ . ’““’i Sega-CD. The near-perfect mixture of art, 

music and action will satisfy even the most 
• 4 demanding shooting freak. -NickRox 














































DOMARK 
3D ACTION 
2 PLAYER 
AVAILABLE NOW 


Why is it that all Doom clones range trom mediocre to 
worse? Why can’t these companies put a nickel in the Xerox machine 
and get it right? Domark's Battle Frenzy for the Sega CD (ported from 
the Genesis) is a substandard 3D action/blaster with atl the choppy ani¬ 
mation, average graphics, bland enemies, and limited movement you’d 
expect trom a weak Doom knockoff. 

Battle Frenzy kicks off with a well-rendered cinematic intro detailing 
how the aliens took over the moon bases and now it’s up to you to blow 
’em away. The game play is decent, placing you in first-person mazes 
with straightforward exploring, item-searching, and shooting. From 
there it’s basically all downhill. 

The biggest problem is the pathetic control schematics. Released in 
1993 for the PC (and more recently for the 32X), Doom proved how 
diverse and realistic 3D movement can be. The best part was being able 
to turn normally, strafe left and right, and/or dash fast. Obviously 
Domark hasn't been doing their homework for the past two years, 
because in Battle Frenzy you cannot strafe or dash. This eliminates 
almost all possible battle strategy and turns the combat into mindless 


After you notice how limited the controls are, you notice the anima¬ 
tion. Or, you almost don’t notice it. The screen chunks forward so 
annoyingly you’d think this was Doom on a 286/33 PC. 

About the only saving grace is the music. It sounds like a 1982 Casio 
keyboard “best of” selection, but it’s techno-funky and I actually liked 
it! The same can’t be said of the graphics. The game seems to have 
low-res, 16-color artwork. It could be worse, but not much. 

Finally, the game play itself is pretty repetitive. There are no surfaces 
or stairs to explore, just flat mazes. You enter a room, find a key, open 
the door, shoot some robots, the game slows down, the robots die, and 
then you do it all over again. Finally, you kill the boss (the same reactor 
over and over again), then have an 80-second countdown to retrace 
your steps and exit the level before it self-destructs. Right around level 
two you'll have a case of deja vu so bad you’ll need to dial 911 for an 
ambulance. 

There's also a two-player versus mode. You go head-to-head in a 
split screen mode that’ll give you a splitting headache, because with 
double the players on the screen, the game’s about half the speed. 

If you love 3D shooters and like to be generous with your praise 
about games you shouldn't have wasted money on, you 
would call Battle Frenzy average. If not, save your dough lor 
both of the Sega CD games that are worth buying. Or just e ..2*L- 
put it in the bank and pull it out this November and buy a ■ 

Saturn.—Slasher Quan 


Two players can duel...but the screen is scrunched. 
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Here’s the infamous Capcom wrestler, 
Saturday Night Slam Masters. These graphics 
look mighty impressive for the Genesis. Let’s 
hope the animation and gameplay match ‘em. 


Wow! Road Rash CD has all the neat FMV attract screens from the 3D0 game, plus many of the cool tunes from SoundGarden and Paw! Oh yeah, the 
game's real good too! We ll review it next month... I hope that guy’s OK. 


The amazing Genesis game due out in May, Batman & Robin, has been shrunk down to fit the Game Gear. If it’s as good tor the Game Gear as it is for 
the Genesis I’ll be in handheld heaven... if there is such a place. 37 



























The first wave of Primal Rage ports are on the way! All of the versions pictured here are due out August 25th. The 3D0, 
Jaguar, 32X CD and Saturn versions will follow in mid November. Original sourdp code developed for the arcade version 
is being used to create software fbr the home versions and will be re-worked intake advantage of each platform’s 
strengths. The goal is to have all platforms look and play like the arcade. The home versions will utilize the same film 
footage and digitized characters used in the arcade versions. 

























While Some Fantasy Games Just 
Scnatch the Sunface, Bnandfsh Unlocks 
the UndeRiooRLd! 


NOW that you’ve mastered games like Breath of Fire™ and Brain 
Lord™ we think you’re ready for a role-playing game where the 
sun doesn’t shine and the monsters grow big, really big! 

In Brandish, you stand accused of murder, being pursued by a 
fearless bounty hunter looking to collect the reward. About to be 
captured, you fall into a deep underworld maze filled with dan¬ 
gerous traps and deadly monsters including: giant crabs, headless 
fist-pounding warriors and fire-spitting gargoyles. With the 
bounty hunter still hot on your trail, you must navigate your way 
out of the mazes and hack to the surface ASAP. Our only advice: 
stay alert, well armed and always moving upwards! 

^ Navigate your way through five 

TREACHEROUS LEVELS AS YOU EIGHT TO 
r^gl^lgp \ RETURN TO THE SURFACE 

IS pjp ' ' \ Defend yourself against 55 different 

' \ MONSTERS FROM THE UNDERWORLD 

\ V KEEP A LOOKOUT FOR TRAPS THAT WILL 
' \ SEND YOU BACK LEVELS OR TIME WARP YOU 

I TO A NEW LOCATION 

' \ Seek out more than 50 different 

Mff jj| \ ITEMS THAT WILL HELP YOU IN YOUR QUEST 

W w \ \ J Visit the Magic, Weapons & Item 

\ \ " Shops FOR USEFUL MERCHANDISE & ADVICE 

^ Save up to two games at any one tlme! 


Headless uwrri'ors awe 
oat to Rufn youn day 


NORHOIO CORRl'dOHS & 
Rolling bouldeRS aHe a 
deadly combo 


Some andeRcoonld 
:haRacteRs gioe helpful 
adofee fon a pRice 


KOEI Corporation, 1350 Bayshore Highway, Suite 540 
Burlingame, CA 94010 





Introducing the GameBoy®Play It Loud SM Series. Five killer new colors and a cool 










clear storage case with room for five of your favorite games. 


(Hair dye not included). 


(Nintendo) 








































OPTION HEREi 



























































































































































































































OLYMPIC 


I lzzy, the official mascot of the 199B Atlanta summer Olympics, is getting his own 
game: IZZY's Quest tor the Olympic Rings. In this action/platform hopfest, IZZY is on * 
a quest to find all 5 Olympic rings and prove himself worthy of compeating in the 
Olympic Games. IZZY's a mazey platformer laced with power-up's, where you'll work 
your way through each level, trying to find the exit (which may require finding a cer¬ 
tain item), bouncing on top ol the bad guys' heads and locating useful items. As I played 
IZZY, it became obvious to me, with the cute main character and simple play mechanics, 
that this game is most likely targeted towards a younger age group. We will see if IZZY 
stands up to the test in an upcoming issue of Game Fan. Those kids are getting harder 
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^ Although it’s not an actual sequel, Metal Warriors for the SNES is U 

extremely reminiscent of Cybernator. Cybernator is held in very high m JOY V 

regard here at Game Fan, and it looks like Metal Warriors will live up to wT mm HU 

the legacy. MWM* M 

When I first played Metal Warriors, I was immediately impressed * _ r—■— 

by the excellent play control. The movement of each robot is very Q SU /_ j / j I ji I! 1 1 I 

tight and refined. Additionally, the overall feeling of weightiness gives the Jt mm mm HOr m iJuLOJ 

player an uncanny sense of the size and bulk of these futuristic machines. W fTflMl KJmm 

While we’re on the subject of robots, there are six different “Battledroids” in MW. * mg JfV AB 

Not only that, but you can actually jump out ot one Battledroid and enter another one—very cool. The six u * EskJ 

robots add a great amount of diversity to the game. 

Each Battledroid has its various strengths and weaknesses. For example, you start out with a Battledroid called 
Nitro, who has very balanced attributes. If, however, you come across the slow-moving Prometheus, you will be in 
control of a unit that has great weaponry and heavy armor, but suffers from a lack of mobility. 

Throughout all nine levels, you will need to proceed both inside robots and on loot—this is the basis of MW’s 
variety. There’s also a cool two-player, split-screen mode, where you and a buddy choose your Battledroid and go 
at it head to head. 

MW’s graphics are as futuristic, dark, cool, and killer as Cybernator’s, if not more so. It’s as simple as this: 

Metal Warriors is great fun to play, either by yourself or with a friend. Then again, I’ve come to expect great 
things from the pros at Konami. With MW, they deliver. - K.LEE 
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KONAMI • 16MEG : 
ACTION/PLATFORM \ 
2 PLAYER ■ 
AVAILABLE APRIL | 



1 2s Borrdidg Frrw„ Three ditro udits hjill borrd the ship rrd capture its cammRno 

BRIDGE. Our mission TODRY IS TO CAPTURE IRTRCT R FULLY LORDED RHIS SUPPLY SHIP. 
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LEUEL 5 : Froathl S §saul'l Irt. Lee’s group ujill eater the rthiosphere in a low lei/el approach. 
Target is the huge grouad defease caadod ia Fetchira, Flrshr. 


Erptria F. Lee, the Edited Earth EouERniriEnT is still uader attach bv the euil forces of the orrh 

RHIS. kT IS ADkil UP TO you TO URADU15H THEIR COSIUnRADER, l/EAHOR FmOA. FRDIT1 HERE OA OUT, YOU'RE DA 
YOUR OUJA. 

wmmm- -xw?' PWrW* li <* 
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, .iw-. s • Ready lor a lighting game that fea- 

jftv \ V - tures completely original special techniques, a 

Wf -*{ fr ~ z ~ ^ new and unique system of fatalities, no dragon punches, the 

. - \ > largest 16-bit tight game sprites ever, and a new genre? Namco’s 

’ - V jrf-M SL’ barbarian battler WeaponLord might be the answer to the fighting game 

/ ' 'mV' innovation malaise. Sure games like Killer Instinct have ground-breaking 

i k % £' graphics styles...but when was the last time you pulled olf an incredible combo, 

r r‘\ \ did 3 bad-ass move, or executed a complex strategy and thought it was original and not 

4 > a rip-off of Street Fighter or Mortal Kombat? 

sy-, V s WeaponLord’s prime cutting-edge innova- ■■ 

( ,-ci ' lion is its combat system. The warriors all use I 

massive medieval weapons, such as a Stone }R55 ^ i JpF* 3 *** 

't ’ ; YV - Warhammer. a Bastard Sword, or an Ivory flxe. All S 
' /yp^.k the moves and techniques are weapon-hased. and * 

t revolve around a weapon-to-weapon fighting style that N/'-v/ip-v i* 

^jja resembles real-tile swordplay! ^ 

Sv v Imagine holding a sword and engaging an enemy in battle. J 

^ V You both start swinging your weapons, and the swords collide. i r f , * < / u 

'■'bxiXa/ Wha l happens? This is the basis lor WeaponLord’s game play. There ! H 

/' \ : jf§ar are moves you can use to deflect an enemy's weapon, knocking their | ~ -— — 4 
WtSSM blade away and causing them to recoil. There are moves which can 1 .- <h sCST -v 

drop an enemy's norma! block, exposing them to attack. 01 course, they . ^ <> - | 

„j| could use an aggressive Thrust Block, which is a new way to block that I 
fflf can reverse many moves that a normal block can t stop. f 

Jm Each character has around ten special techniques, and taking into 

W account the complex weapon system, WeaponLord should require a lot more ^wmwmsss^sr- 

f learning and skill development than most other recent fighting games. The liiwrzfiy** iMBP' y itr r ~ r n ' 

> moves are also executed somewhat differently than other games. There are 'SPkL " 

, many "hold-down" moves, where you hold a button and then do a motion, such - 
an "over-the-top" trom back to forward. ■* 

Combos are a major factor in WeaponLord. Street Fighter-style two-in-ones 
form the basis for many combos, but moves such as Double-Overs add technique \ ' 

to the combo system. The designers have promised to make sure there are no per- .. s .i£ ^ \ 
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petual combos, or combos that I 
too much life. In fact, there are I 
round to allow lor heavier damage! 

The cast of characters features seven buffed barbarians who 
are all finalists in a grand tournament held by Zaralr, the 
DemonLord. A prophecy has foretold that a child born under the Warrior’s 
Moon will rise and slay the DemonLord, thus becoming the mighty 
WeaponLord. No coward, Zarak is an evil but honorable tyrant who lives by a 

strict Warrior's Code. He is holding 
the tournament so he can find this 
WeaponLord and meet his destiny! 

Here’s a look at the characters. Korr is an 
untamed barbarian of the Tarok tribe, and con¬ 
sidered the forefront hero. Zorn is 
who uses a wicked axe. Jen-Tai ii 
butted and powerful fema 
everyone else except the 
jungle warrior with dead! 
ceress whose hunger k 
the strongest of all the 
hidden by a wolf's mask. 

On the gore side, WeaponLord could be as violent as MKII. The 
blood gushed red in the preview version we saw, and there were 
plans for a full-on Death Blow system. There was also talk of Death 
Combos, but how these might be executed was a secret. 

WL’s features include several play modes. The Story Mode 
bly the most plot ever in a fight game, with many cinematics i 
and surprise/secret endings. The Versus mode is much like SI 
is trying to sign on full X-Band support so players across the country can 
challenge each other one-on-one over the phone lines. 

Designers James Goddard and David Winstead (two former SFII series 
designers for Capcom) are working with developer Visual Concepts, so expect 
no less than the best. WeaponLord is definitely being aimed at expert players; 
we ll have to wait to see if it makes the cut. —Slasher Quan 
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INTERPLAY • 24 MEG 
ACTION/PLATFORM • 1 PLAYER 
AVAILABLE 2ND QUARTER 
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He's a would-be superhero. He wears a goofy cape. 
He's got a big chin. At first I thought Kid Fan was star¬ 
ring in his own video game, but no, it’s nothing that 
exciting. It’s just good ol’ Boogerman, getting ported 
over from Genesis to SNES. 

Boogerman: A Pick and Flick Adventure features 
more jokes about bodily functions than Dumb and 
Dumber. Belching, drainage-tossing Snotty Ragsdale 
(Boogerman himself) is off on a multi-level platform 
adventure to Dimension X-Crement. He defeats his ene¬ 
mies by hopping, bopping, burping, and snotting. 

Although the game play seems pretty standard in this 
side-view scroller, the animation is exceptionally 
smooth for a SNES game. Booger’s a likable little 
chump with his whirling, posing, and finger pointing. 
You wonder if he has his own dog pound. 

The areas are far-fetched and funny. Slime-covered 
smiling trees, random eyeballs, and bosses such as a 


gap-toothed red neck named Hick Boy provide the 
sights and snots, if nothing else, Boogerman’s stand¬ 
still animation will keep you entertained. Ever had a —7* 
lunger stuck to your finger? 

In the grand cosmos of heavy role-playing games, 
bloody fighters, and bone-crunching sports games, 
Boogerman is all about the simple things. He just wants 
a fun platform game, and of course, an answer to that 
great mystery of life: “What's green and goes back¬ 
wards?” Snort!!! -Slasher Quan 
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"I WILL PUMMEL YOU AND PUMP YOU 
FULL OF LEAD, SIZZLE CHEST V 


"TAKE THAT, FRUITY PANTS/" 

































































































R emember the magic WU 

of the 8-Bit NGS V 

Mega Man games? 

Those were the good of WMpjM 
days, weren't they? 

Even if all you SN€S \0r^ 
owners have never played a Mega Man title before, you 
may soon get a chance to see what all the hype was 
about How is that possible? Capcom is releasing Mega 
Man VII in Japan this month. Unlike Mega Man X and 
X2, Mega Man VII is based on the classic 8-Bit games. 
From the end level bosses to the titanium hero himself, 
Capcom saw fit to retain the original look of Mega Man 
and keep his enviable lineage intact After playing an 
early version of the game, I can easily say that MM VII 
has the potential to become the best game in the series. 
At this time, it is not known if and when Capcom USA 
will be releasing MMVII in our neck of the woods. One 
thing, however, is for sure. .. if the decision is made to 
release this one in the US, it will be received with 
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ENTEI? THE GAMEFAN SUPEP GAME BOV GIVEAWAY! 


THE SUPEP GAME BOV GPAND PPIZE WINNEP 



(I WINNEP PEP AGE GPOUP) 

• SUPEP NES DONKEY KONG COUNTPY SET, SUPEP GAME BOY. 
AND A DONKEY KONG LAND CAPTPIDGE! 

TUI SUPEP GAME BOV FIPST PPIZE (swinnepsi 
SUPEP GAME BOY, AND A DONKEY KONG LAND CAPTPIDGE! 
THE SUPEP GAME BOV SECOND PPIZE (ipWINNER) 

• SUPEP GAME BOY! 
i ALL WINNEPS WILL ALSO PECEIVE A, 

I Y’EAP SUBSCPIPTION TO GAMEFAN’ 
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TEMPO, MUSICAL MASTER¬ 
PIECE OR THE POSTER BOY 
FOR EARPLUGS? 

MORE 3D FOR f HE 
PLAYSTATION:' 

KILEAK THE BLOOD 
SPACE GRIFFON VFBi 
& CYBERSLED 
FIR5T LOOK: i 

NAMCO’S TEKKEN: 

VFE CLONE OR A GAME OF 
IT’S OWN? 

JAGUAR UPDATE: 4 
ULTRA VORTEX 
EXCLUSIVE PREVIEW: 

ANY CHANNEL’S PO’ed: 
SMELL THE 30 


KNUCKLES ROCKS 
YOUR 3BX 
IN CHAOTIX! 
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At first, we thought we may have been a little premature with a full 
blown 32 & 64-bit magazine, but we’ve learned otherwise as both 
you and the manufacturers are all fired up about GF32. 

The E3 show is approaching fast, where all the next generation 
hardware will debut, so we'll be begin covering more American 
product very soon. Companies are already calling us with dates and 
plans for coverage! The next generation gaming scene is definitely 

While the Saturn has had somewhat of a gameless launch in 
Japan we have learned that this will not be the case when the sys¬ 
tem comes out here this Fall. Look for at least twenty games to sur¬ 
face within the first sixty days of the Saturn launch in the U.S., 
including some never before seen sports games, 
and other original titles that will be announced at 
the upcoming show. Even with the rather slow 
trickling of software in Japan the Saturn is still 
the number one selling “next generation" con¬ 
sole there. 

I’m sure that the upcoming releases of Daytona 
(April 1st), Shinobi (July), and Panzer Dragoon 
(March 10th), have a lot to do with the Saturn's 
success thus far. The current sales figures in 
Japan as of 2/19/95 are; Saturn- 500,000, 

PlayStation-300,000, 300-350,000, PC/FX-70,000, 
and Jaguar-2,000. 

The most recent entry into the next generation console race is 
Nintendo’s Ultra 64, which has now been officially confirmed for a 
Fall release. The graphics that we have seen actually running on U64 
hardware are astounding and Shiguru Miyamoto has his hands in 
quite a few projects that will be announced at the upcoming show. 
The Ultra will most likely be launched simultaneously in the U.S. and 
Japan. The U.S. version will retail for 249.99 or less, with a pack in! 

Sony is gearing up with a huge display planned for the show 
where they will show many powerful PS games, many of which 
you’ve seen recently right here, along with there many U.S. releases. 
Combining Sony’s marketing power with their amazing hardware and 


extensive number of quality titles, will undoubtedly change the face 
of gaming as we know it. Soon it’ll be “the big three instead of the 
“big two”. 

Beside the powerful M2/Bulldog 64-bit Power PC upgrade coming 
later this year, the 3D0 Co. (who are enjoying big success overseas), 
has the FZ10. The FZ has a new clamtop design, a new and improved 
controller, plus a new memory management feature which allows 
you to save your game at any time. Some Fall titles include Crystal 
Dynamics new Sports lineup, Primal Rage, Doom II, Killing Time, 
Wing Commander III, and Policenauts from Konami. I believe the 3DO 
is here to stay. My mail indicates strong user loyalty. 

Things have been relatively quiet over at Atari (cue the crickets) 
as they ready their initial line of CD titles. It will 
be interesting to see how much of an impact they 
can have on the U.S. gaming scene. There’s no 
doubt about it, if they’ve been waiting to release 
the big guns, it’s now or never. 

And last but not least by any stretch of the 
imagination, is Nintendo’s Virtua Boy. Many are 
skeptical about this system’s power, but after 
seeing Mario run on it, I can tell you first hand, 
this is quite an amazing piece of hardware. With 
the Virtua Boy, Nintendo is introducing true 3D 
gaming to the household for the very first time. 
Once it catches on, you can bet the price will drop and the technolo¬ 
gy will progress, as 8 and 16-bit did. 

I cannot understand why everyone is doggin’ this great new tech¬ 
nology. Maybe they should do a little research before they put stuff in 
print for thousands to see. I’m really getting tired of all the inaccu¬ 
rate rumors floating around about the Ultra and VR Boy. This is 
Nintendo we re talking about. So, they passed on the whole CD thing 
back in 91. Who cares? It hasn’t been all that great up to now any¬ 
way. Has anyone stopped to wonder that maybe they made the right 
decision? Well, it won’t matter in a few months anyway. I just wish 
everyone would read GF so they’d really know what’s going on. Oh 
well, you are! Enjoy GF32! 


“So, they passed on the 
whole CD thing back in 91. 
Who cares? It hasn’t been all 
that great up to now anyway. 
Has anyone stopped to won¬ 
der that maybe they made the 
right decision?” 
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That is, as long as it’s 
in the hands of the 
top Japanese pro¬ 
grammers. As you are 
most certainly aware, 
the 32X in the U.S. 
has become sort of 
the Sega CD, Part 
II...in that most of the 
third-party 32X games 
slated for US release 
are merely clones of 
either SNES or 
Genesis games with 
more color and (in 
some cases) upgrad- 
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highly original game 
play. 

Being tethered to 
one of six mascots, 
any of which you can 
choose as your main 
character, makes for 
some of the most orig¬ 
inal game play in a 
platformer that I have 
ever experienced. 
Another gleaming 
aspect of this game is 
its length and nonlin¬ 
ear design. In previous 
Sonic or Knuckles 
games, once you 
arrived at a level you 


'p m ft-! 


fEEMUM 


played all three stages 
in a row. In Chaotix, 
each time you com¬ 
plete a single stage 
you are transported 
back to the attraction 
area, where you can 
use the UFO catcher 
to change mascots. 
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tradition of 

impressive ' ^ / 

bonus areas is fully 
realized once again, except 
this time you’re going for the 
Holy Ring (more on that next 
« month). 

So there you have it. Chaotix 

S is one 32X game that will live up 
to the hype. I have a PlayStation 
and a Saturn sitting 
here, and neither of 
If them have a 
1 game 

~ ~ — 


\ Your next 

stage (of which 
there are now five in 
each level instead of three) 
is decided by chance, as you 
throw your body against a pin¬ 
ball bumper to stop the flashing 
level squares. 

After the initial twenty five 
stages, things really heat up, 
but we’ll save that for 
the review. As 
/s^j***^ expected, the 

/«& Sonic 
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BONUS! 


that can touch this...yet. 

Of course that’s coming 
from someone who’s had 
enough corridor games for a 
life time and lives and 
breathes platformers, so 
take that statement as you 
will. Il’ll be back with a review 
next issue. You think it’ll be 
good? - E. Storm 







REVIEW 

As painful as this may be, I must first tell you the story 
behind Tempo. Once a year, the Dance Master of Rythma 
holds a huge music festival filled with concerts and 
events. The highlight of the festival is the Major Minor 
Show, a dance contest (alter all this is Rythma). The first 
prize is the Major Minor Trophy, the most coveted award 
in Rythma. The favorites to win the contest this year are 

- Tempo and his girlfriend Katy.... 

Enter King Dirge, a last-minute entrant in the festivities who’ll do anything to win that trophy. Knowing he has 
no chance against the fluid style of the amazing couple, he rounds up alt the goons from his performance com¬ 
pany, Mussi Productions, and places them on every stage. They will stop at nothing to knock Tempo and Katy 
out of the competition. 

The fact that Tempo has four arms and is supposedly a bug is never brought into the story. I think the devel- j 
opers just kind of made it up as they went along, because Tempo is (to say the least) hyper weird. 

Tempo is about, and relies on, music. But the music the developers have chosen is comprised of funky beats 
and Hip Hop. Had it been Techno, or Rock, the game would have been a zillion times better. 

The action in Tempo is pure platform. Tempo attacks by either running and sliding, throwing musical notes, % 


52 X • sir,a • m Mtf, • r puma • auau. much 



































'bosses—a huge boot, boxing glove, or set ot head¬ 
phones. While these monsters are impressive graphical¬ 
ly, they make little sense and don't match the game at 
all, which is made up of conventional bitmapped 
images. For some odd reason the later bosses are almost 
embarrassingly traditional small sprites, including the 
last boss who is most unspectacular. 

The 32X hardware comes into play with the 
Claymation as well as in the backgrounds which feature 
huge bouncing buildings and lots of floating sprites. 
Tempo himself is animated beautifully, and his rotation 


is silky smooth. The foregrounds, however, are pure 
Genesis. 

In the area ot game play Tempo is very fun. The levels 
are vast, non-repetitive, and full of surprises. The control 
is also dead on. I found the music good at times, but 
overall only average. The nifty samples that 
belch out when you hit an enemy, how- 
ever, are very cool. 

In the end, games like Batman & 

Robin and Gunstar Heroes on the 
Genesis outdo Tempo in every category, 


TEMPO'S IN THE HOUSE! 
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iinTTLE MODE 


NO FRILL S' HERO TO HERO 


iiHTTLE STATS'/ 



MRi'TER THE MOVES’! 


5F II and less like MK, as found in the first Brutal. They are still 
mixed nicely and are not by any means clones, but come out faster 
and easier than before. The control was my only complaint with the 
first installment so I’m glad to see that changes have been made. 
















It's not very often that designers listen to their critics. 

Once you dive into the many optional play choices in Brutal, 
three types of games unfold. You can play no-frills head to head 
against a friend and access all of the moves. This is the best 


IUIIN THE HEIlil 


can take a strong character (Ivan the Bear), or a fast character 
(the Dhali Llama), and just blast through the game. Or you can go 
for a mightier challenge and train a weaker character. In story mode 
you acquire your moves as you win battles. With a weaker character. 


this can seem difficult at first. If your goal is to beat Brutal quick¬ 
ly, choose the Dhali Llama and use hard punches and kicks to win 
until you earn your Smoke attack. It’s all downhill from there. 

In the Battle mode, two players choose characters on fourteen 


island locations and go to battle for island domination. To say the 
least, Above the Claw will keep you busy for hours. 

All three of the new characters in Brutal are as good as, if not 
better than, the originals. Karate Croc has some lightning fast air 






moves. Psycho Kitty is a ground spinning terror, and Poe can disap¬ 
pear, open up the background, and knockyou on the noggin’. 

Graphically, Brutal: ATC delivers a knock-out punch with stunning 
colors, great animation, and detailed art. GameTek has also seen to 


it that 32X owners get d little dose of the old techno. Whether it 
fits or not, it’s techno, s|? no complaints. 

One of the best things about Brutal is that anyone can play it. 
In fact, I’m sure this is a 


attraction for many of the gai 


fans. You don’t have to be a combo king or study fatalities to 
have fun. Brutal may not win over the seasoned 5F II or MK pro, 
but as an alternative to those more violent games it offers a 
formidable challenge, with style.—Takahara 














Mmm 


li there is one word to describe Sega’s After 
Burner tor the 32X, it’s “exact.” This game is virtual¬ 
ly a carbon copy ot the famous coin-op shooter of old. 
The plot is simple, you have a jet, and they have many jets. You 
have a limited number of heat seekers and an unlimited supply of 
machine gun rounds. They have no continues, you have six. 

Don’t bother looking for the quarter slot, just sit back and enjoy a 
shooting legend (if you so desire). 

It’s funny how After Burner took seven years to finally make the 
jump to home console, fully intact. Very soon, that will happen 
almost simultaneously. It’s high time Sega ported Galaxy Force, 
Stadium Cross, Power Drift, Golden Axe-Revenge of Death Adder, 
Spiderman, Outrunners, Super Monaco, Super Hang-On, and 
Arabian Fight, dontcha think? That would sure help boost the 32X. I 
don’t know a single person who would pass on a perfect version of 
any of those, but I know many who will pass on this elderly shoot¬ 
er. I wonder who makes those types of decisions over at Sega? 

The bottom line?, owning this game is like owning the coin-op, so 
if that’s what you want, this is the stuff. 

- Takahara 
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Get your demo CD NOW! 

Available from leading retailers for $5.00 


PC CD-ROM • Sega CD • 3DO • Mac CD-ROM • 


Brain Dead 13 is a trademark ot ReadySoft Incorporated. ©1995 ReadySoft Incorporated. ALL RIGHTS RESERVED. 










Data East’s Saturn bound, Suikoden, a six button fighter with silky 
smooth zooming effects is in Japanese arcades now. The game is 
based on Chinese history and plays much like SF2. 


Here’s the latest Daytona shots. At 60%, the game is really starting to take shape, however, the bliss of the coin-op is still not 
_ _ exhibited. The release dale tor the game and the amazing racing controller is set for April 1st. 


Set up similar to Square’s Secret of Mana, Magic Knight Rayearth is looking extremely promising. It’s due out this May in Japan but with these 
characters, Sega of America may pass, (as usual) let’s hope they don’t. It’s time for SOA to wake up and smell the RPG’s. 


Sega's first 3D corridor entry for the Saturn, Deadlus, (Mar. 24th) looks like it may give the PlayStation a run lor it’s money after all. 
Not a 3D machine? I don’t think so! 














Here are the initial CG character renderings for Steamgear Mash. We ll keep you up to date on the game’s progress. 


Here’s our last preview on what is sure to be the great¬ 
est home shooter created to date, Panzer Dragoon. 

Next month, I’ll not only have a review, but an Inter¬ 
view with the developers as well! It's games like this 
that truly represent the next level. The action here isn’t 
on tracks, has super real animation, and four shooting 
points of view. Panzer will undoubtedly be a launch 
title when the Saturn washes up on our shores this 
September! Panzer flies home on March 10th, in Japan. 
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different methods of attack which you\. 


■■ one possesses 

must adjust to and overcome. Even if you can leave, via 
the elevator, it is better to rejuvenate and seek out new 
weapons. This isn't always easy, but in the end an impressive 
stockpile of weapons will really save your butt. This makes it 


spects to this well-rounded game. Shooting and 
is nearly impossible to stop playing if you are a 


have been \ K 7 '' * • ^ 

V v; 'mjk 

another* amazing * ; » 

PlayStation game—I /** *4* H 

have such a tough life! 

The PS is regarded by ' 

many a developer as the H 

clear leader in the realm of 
3D gaming, and Kileak The 
Blood is a testament to that fact. 

At first glance you may think, 

“Great, another Doom done,” but this PSflW • 

is not the case with Kileak. 

Kileak is more along the lines of 
Synergy's Tetsujin for the 3DO. In Tetsujin 
you made your way up a huge tower with the * 

finale taking place on the Penthouse level. In 
Kileak you infiltrate an underground fortress and 
make your decent down. This underground environ¬ 
ment becomes a big part of the challenge, as your 
assault suit has a limited energy supply. The first thing 
you must do before tackling a floor is locate the energy 
regeneration tank. Otherwise, you will gradually slow down, 
ultimately run out of energy, and die. 
























Graphically, Kileak is yet another step into “the next generation.” I say that because 
there is nothing that compares to it, and Kileak is the best yet in its genre. The corri¬ 
dors roll along silky smooth, and there is little-to-no pixelization or haze. You can look 
and shoot up, down, left, or right while moving, and the environment never even clicks 
off a moment of pause or break-up...the graphics are totally seamless. 

The intermissions are equally impressive. During these super-fast, cinema-like CG- 
FMV sequences, there is no stopping to access and the picture is crystal clear. 

What more can I sayp If you like 3D, when this game comes to the states later 
this year (Kileak will undoubtedly be a launch title) grab it and hold on tight, you’re in 
for one of many spectacular rides on the Sony PlayStation!—Takahara 
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NAMCO 
PLAYSTATION 
COMBAT SHOOTER 
1-2 PLAYER 
AVAIL. NOW JAPAN 


Here’s one of the most highly-anticipated first-generation PlayStation titles, Cyber Sled. 

Cyber Sled has enjoyed much success in American arcades and will soon be followed by a phenom¬ 
enal looking sequel, Cyber Commando, which will also make its way to the PS soon after the system's 
launch this Fall. 

What makes Cyber Sled such an addicting game is that it's set up much like a 3D, one-on-one tight¬ 
er. You must use strategy, clever moves, and familiarize yourself with whatever character you select. 
Some sleds are fast yet weak, while others are slow but strong, then of course you’ve got your bal¬ 
anced sleds as well. I found speed to be the key ingredient in my attack strategy, so I use the sexy spi¬ 
der queen, Amanda Bates. 

The game is letterboxed when playing a friend (or foe) but due to the powerful processing power of 


TEXTURED NON-TEXTURED the PS, little is lost in the way of graphic detail. 



THE COMPUTER GRAPHICS, FULL MOTION VIDEO SCENES BELOW ARE EXCLUSIVE TO THE PLAYSTATION VERSION. 

































HE’S ON FIRE! 


AMANDA BATES SYLPHY CHRYSLER 



OK, if you’ve played the arcade version and are wondering, here’s Ihe differences between the two games: the polygons in the arenas are always texture-mapped in the PS 
version. Vou can turn the sled's texture mapping olt and on, but the play field remains textured throughout. I personally, like playing the game completely texture mapped, 
and find this option a major bonus. Secondly, the action is surrounded by fluid CG/FIVIV segues. These are somewhat tileHaden but are silky smooth. Graphically, the arcade 
game looks a little more fluid but not by much, and is definitely a bit more polished in its overall appearance. I'd say the graphics are about 90 k there on the PS. flno nnai- 
ly (and most importantly I think) many new characters have been added, giving the game a lot more diversity than the com-op. 

The added features, along with the fact that the coin-op sold for over ten thousand dollars, while a PlayStation will set you back between three and tour (the price in 
Japan is tour hundred dollars US) when it is released here this Fall, has this reviewer paying homage to the mighty PlayStation on ce agai n. E. Storm _ 
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g j PANTHER SOFTWARE 

= ^ : i®Plip*|pBi! Ife, ■ i 3D ACTION/RPG 
~ ^^'5^ J 1 PLAYER 

5|f . f. , " * ! APM. NOW JAPAN 

$h ~ f 3 %>., Welcome to a new breed of 3-D action/role- 
\Y \\ \ / playing, possible only on the Sony 

jt -Y, PlayStation...Space Griffon VF-9! In this 

iS **•& Ay “V- extremely well put-together mech adven- • 
■' , \ H < ture, the halls com^live as you play 

through the most realistic 3D environ- 
* ! ment ever created. Tired of flat, pixel- 

ly walls? I know I am! The walls in 

/ * ♦. Space Griffon have real depth 

. ’ \ a * which you can view from any 

angle, providing the perfect 
atmosphere for an excellent adventure. 

It is October, 2148. Hamlet, a lunar 
* satellite plant of the massive A-Max con¬ 

glomerate, has failed to broadcast its 
* • monthly report to Earth. After repeated 

attempts to contact the outpost, % 
special five-member task force js ’ 

sent in to determine what has happened. As the newest member of the team, Jim 
Billington, a.k.a. ‘Kid,’ you pilot the Griffon Variable Formula 9. * Ak 

Sounds great, doesn’t it! Too bad I don’t understand a lick o' Japanese. ThankfulwH 


VARIABLE I 




AVENGER 


, HANSFIELD 




PRGVIGW 




CRICKET 


most oi the game consists of finding key items and 
reporting to key locations to interact with the rest of the 
team and receive further orders. So, if you’ve played sim- 
, ilar games, the text and voice really don’t matter all that 
much. In-between there’s some calculated shooting, as 
>4 vou waste each floor ’s inhabitants (which, by the way, 
are texture mapped just swell). 

Adding more diversity and joy to this engulfing adven¬ 
ture is your Griffon itself. It actually transforms into three 
shapes, Cruise Mode for high speed scooting (in this 
mode you cannot attack), Assault Mode for medium 


;ppi 

CRUISe, ASSAULT, AND COMBAT FORMATIONS! 





















speed, and Combat Mode where you are lull 


size, towering over little doors made for 
j humans. Each time you change modes your 
vision also changes, as your mech hydrauli- 
" cally compresses. These features (now pos¬ 
sible with real-time, rendered landscapes) 

I make 3D gaming a whole new experience. 

II Space Griffon VF-9 is yet another PS game 
that you just gotta have when the PS rocks 
our world this Fall. Honestly, I don’t see how 
the hard-core gamer is going to manage his 

I* life once this system hits...there’s just so 
much good stuff that's ready to go! It’s a 
1 good time to be alive! 

—E. Storm 



























PLAYSTATION 
SEIBU •1-2PLYR 
AVAIL. NOW JPN. 


With the exception ot R-Type on 
the PC-Engine I don't think I’ve ever 

- i played a more perfect conversion of a 

v coin-op shooter on a home system 

Mfc r ir than Seibu Kaihatsu's Raiden Project for the 

Sony PlayStation. 

' W V A 1 Wake that two conversions - Raiden Project 

” 4 < -rl i * contains both Raiden and the unfortunately little- 

\ J seen Raiden II. Both are here in their entirety, and 
^ they prove that the previous incarnations of this 
r -mgm, game on Famicom, PC-Engine, MegaDrive, 

_ ’ ^ Super Famicom and most recently on the 64- 

t Bit Interactive Multimedia Yagwire, even 
) combined, contributed little to bringing the 
true joy of Raiden home. While the other ver¬ 
sions were impressive, this CD is almost 

frightening in its perfection - there isn’t one nuance of the originals that isn’t replicated here, 
from the hyper-spritage to the near-zero-slowdown and even to the rotated monitor! 

Although you can switch to a letterboxed or stretched-out panorama view via the options 
screen, Raiden is most powerful in its original, unadulterated form... but you’ll have to turn your 
TV on its side. For owners of TVs too big to rotate or for those that simply don’t want to heft their 
set over you can switch your controls so that the arcade-view Raiden becomes a horizontal shoot¬ 
er! Seibu should be commended for their inclusion of almost every option imaginable, too: You 
can choose between original and arranged background music, there are four difficulty levels, you 
can have unlimited 

continues if you so desire, a one-touch turbo-fire button is available and there’s even an in-game 


486490 


I’ve spent most of this review talking about the options... now for the game itself! Raiden I is 
basically a perfect version of the 1990 arcade game - it seems dated today, but for the Raiden fan 

mmm mmmt mmmm 


it’s truly joyous. Raiden II, however, is a game 
k few of you have probably played; it saw very 
limited release in America. If in fact you've 
f ) never seen it, imagine the ultimate shooter and 

' « r you'll come close to comprehending the true 

a ( \ Power of this game... destroying even the most 

trivial enemy produces umpteen shards of 

, < shrapnel that, when they hit the ground, actually cause ripples in 

/• water, set forests 

t BLT aflame and create craters in earth. The attention to detail is stag¬ 
gering - anything and everything can be destroyed with a falling 
piece of shrapnel or one of your bombs. The amount of sprites that are on-screen at any given 
time is so fantastically large that even the most die-hard shooting fan may asphyxiate with the 
sheer insanity of it all. And the very fact that all these sprites are on-screen with relatively no 
slowdown or flicker will make any "3-D only" PlayStation naysayer eat his words most promptly. 
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3 Since Sony launched their PlayStation in Japan this 
past November, to date there has not been a bad 
game. When Cosmic Race showed up, I thought 1 * 

had my first one. After further investigation, howev¬ 
er, I have mixed feelings...let me explain. 

Cosmic Race is a strange game. The tracks you p 
race on float in mid-air, in the sea, or in space. The f |j jj 
object is to stay above the track, yet as close to its 
surface as possible. 

You see, the vehicles in CR have a magnetic force 
^ which propels them faster the closer they float 

^ above the road...ihis is a great play mechanic, 

unless you drift off a section of highly elevated f ^ 
— track—then you just float, helplessly. Therefore, — 

staying on course is a must! 

Next you have to deal with the control mechanism...talk 
about complicated! The R1 button on top of the controller is your 
throttle, and both the keypad and the buttons control your horizon¬ 
tal and vertical movements. Press Up to gradually ascend, or 
press Up and the Triangle button to ascend quickly (or vice-versa 
using flight controls). The same applies in turning, so to negotiate 
a tight right turn you must back off of R1, and press Right and 
Square simultaneously. To say the least, you’ll need time to get 
.used to the controls. 


PREVIEW 

>i/iVsrir/oiv. 

NEOREX • RACING 
1-2 PLAYER 
AVAILABLE NOW JPN. 
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L2 & R2 - camera angle change R1 - accelerate 


triangle - move straight up. 
Press up on d-pad with this for 
fast up-lorward movement, 
square- move left 

circle - move right 
X - move straight down. Press 
down on d-pad with this for fast 
down-forward movement. 


start - pause 


select - change view 

I’M GLAD THE CONTROL ISN’T COMPLICATED! 


This aside, once you do learn how to play Cosmic Race, the game isn’t half bad. Although the 
redraw is horrendous and the graphics are as chunky as a scoop ot Chunky, this wiener dog is actual¬ 
ly pretty fun to play. The music fits well with each area and your opponent is always close behind, 
providing the player with that little hint of stress that makes racing so cool in the first place. There is 
a high level of addictability as you dial in the controls, and you’ll , 
hunger to see the next level. * 

My one hint is to play as Leo Clis Paldo; his vehicle B 

works perfectly in the challenging second area and — *•' 

is very well balanced. That is, if Cosmic Race is _ -T 

even released here in the states this Fall when 
the system debuts. 

So Cosmic Race isn’t a technical wonder— 
so what, at least it’s fun to play and original. ^ 

That’s more than I can say for a lot of games # Sm m 

these days. Bad game...nah, quirky...uh r & " ,, ... dk \ > 1 

huh—Mr.Goo H 1 V \ 
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ronmenls ewer seen i 
in the arcades or out. 1 
Each character is 
composed of hundreds 
of hyper-smooth, tex¬ 
ture-mapped polygons 
performing countless 
motion-captured mar¬ 
tial-arts maneuvers at 
60 frames per sec¬ 
ond... most joyous. 

Tekken's control is 


first PlayStation titles, 


lazing. Not to put 
wn the sheer joyous 


decidedly 


Virtua Fighter, consisting mostly 
of the standard punches, js 

kicks and combinations. v> 

Although much flashier and 
showier than VF’s attacks, 
Tekken’s combat never 
approaches the fireballs, flaming punch¬ 
es and kicks of the average _______ 

fighting game. This pre¬ 
sents a great change from - 
the norm, highly refreshing 
yet at times slightly disori¬ 
enting - its almost as if you " 
have to re-learn the fighting ,, 
game. 

Tekken is to be released 
for the home in late March, 
so join me for my review of 
this amazing CD in next ~ 

month's GameFan! I" .. 


Tekken represents such a 
huge jump from the these 
titles that normal thought 
processes are rendered 

k impossible. It’s just that amaz- PlayStation 
* ing. I mean, here’s a home 
game which can not only adequately 
compete with, but in some 
- "V" areas surpass the incredi- 

A ble Virtua Fighter 2. 

/ Currently an arcade title 

/ running on PlayStation 

_ , hardware, Tekken, or Iron 

v Fist, brings eight fighters 

' "" and NINE boss characters to 

< battle in a fully-realized, 

, MIM . „ 360-degree 3-D, texfure- 


mapped world, without 


impressive and beautiful 
three-dimensional envi- 
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Here’s more Arc the Lad, Sony’s hyperjoy-looking strategy/RPG. Rumor has it Sony hired the omnipotent Square to 
button-up the gameplay. We’ll see... Arc is due out in mid-spring. , 


Capcom’s ultrahitchin 


DarkStalkers is coming to the PlayStation in early April, 
a NightWarriors code hidden in there somwhere.. 





























Here's Profire’s “Tactical 3-D Shooter,” Extreme Power. The game is stilt very early, but looks hot. 

of strategy and shooting! Can you imagine? 


Namco has promised to release one game for the PlayStation 
each month, and this is their February release, StarBlade. 
Just like the 3DO version, you can play it textured or non-tex- 
tured. 


This 3-D RPG is “From Software’s” King’s Field II, due in July. 
Unlike the first game, II has outdoor scenes as well as dun¬ 
geon mazes. The level of detail looks amazing - you can 
actually see out windows and open chests in real-time. We 
can only pray that it’s easier than the first game. 


This is Jumping Flash, Sony’s 
new Action/Shooting game, due 
out this Spring. 


Oh boy! Here’s Time Warner 
Interactive’s Race Drivin. One 
question: Why? 











JACK?. 


ROAM THE HALLS WITHOUT A HALL PASS! 


“Woh man, it s like, virtual reality and stuff, and 
it’s totally ripper! It’s like that game Doom and junk, 
but it’s different! There’s this most excellent gui¬ 
tarist in a gnarly leather jacket, and he’s on some 
major head trip or something, and he’s gotta blast 
these disgusting monster dudes. Woh, too much!’’ 

Virtuoso is yet another 3D maze Doom clone, but 
this time there’s a story...sort of. A major rock star 
(the Virtuoso) is sitting in his hotel room, bored, so 

__ . he straps on a virtual reality 

^ helmet, and schezam, he’s in 
•***~\- • \ the game! 

• • From a behind-the-rock- 

er’s-back perspective, you 
traverse different fantasy 
worlds such as Mars, a 
\ Haunted House, and the 
Marine. The game is a 
l shoot-from-the-hip blast 
' test that concentrates 
Hi 4 'fl|-B more on blowing away 

ul beasties than explo¬ 


ration or item hunting. | r 

The graphics feature 
textured walls, much 
like Doom or Ghost 
Manor. Whether or not 
the graphics will be as 
fluid and smooth as Doom 
was hard to tell from the 
preview version. The music 
is a hard-rockin’ original 
soundtrack by a new (and 
unsigned, as the manual 
states) group, Thai Dyed Suicide. 

Virtuoso has yet to be picked up by a publisher. 
But when it does, I can just see the advertising slo¬ 
gan now: “Are YOU experienced?” 

—Slasher Quan 
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Incredible texture mappins and You’ll be cruisin’ with a jet pack...blowi 
gnarly monsters stare you in the face! up the baddies before they set you! 


*. :r - ' No if's, and’s, or butt's... 

these monsters aren’t risht! 

Skim through the clouds and blast em 
with big guns...what a rush! 

The very early preview version had 
graphics so amazing and smooth, 
you’d think there was a Pentium/100 
chip inside the 3D0. Texture-mapped 
surfaces and amazing transparent 
* effects enhance the 
~ r j C h landscaping. 

j Get in the monsters’ 

?€ I ,aces ’ antl vou’re 

> ~ HI gonna see a new 

,1. meaning for the word 
l “ugly”! 

J So what does PO’ed 

^ 5 mean? At one point Any 
: Channel’s developers 
. were so pissed off at 3D0 
because its stock 
dropped, AC named their 
new action game PO’ed. Somehow, 
the name stuck. And if Any Channel 
puts a game inside this graphics won¬ 
der, The 3D0 Company will be any¬ 
thing but PO’ed at them. 

—Slasher Quan 


Imagine a fully-realized, first-per¬ 
son 3D environment that’s as incredi¬ 
ble as Doom, only you can fly. Imagine 
a game so slick it makes the 3D0 look 
like a powerhouse contender. Well 
stop imagining, 
because PO’ed is - 
on the way and it 7^ ' ^ 

could keep 3D0 at v 

least in the same ? 
ballpark as the 
Saturn and d ^ 

PlayStation. , ■ 

PO’ed is a s ■ ' - 

mega intense 

first person ^ i 

action/shoot¬ 
er which has Doom “ ""‘"•’i 

and a flight sim in its blood. The 
control schematics allow you to pull 
the full array of Doom styles move, 
plus jumping. But that’s just while 
you’re on foot! Switch to the rocket 
pack, and you’ll blast off into silky- 
smooth flight with options to rise, 
glide, or descend in any direction. 
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THE SAME OLD FLASH BACKP... NO WAY. 

Here comes yet another version of Flashback, this time for 
the 3D0. And why not?, it’s a great game and it does get a 
noticeable facelift from the 3D0 hardware. The game features 
awesome new CG/FMV intermissions (in place of the conven¬ 
tional animation found on the SNES and Genesis versions), 
and a powerful Dolby soundtrack. 

I was reluctant at first (I’ve played the doo-doo out of FB on 
every platform) knowing I’d have to play this precision game 
with the 3D0 (club) controller, but after a while Conrad and I 
were doing just fine. It’s actually not that bad, since diagonals 
rarely come into play. Still, if you can get your hands on a 
Goldstar controller do so, it is noticeably better than the stock 
unit. 

The graphics in this version are pretty much the same as the 
rest, as are the levels themselves. Flashback doesn’t really 
rely on hordes of colors, but rather fluid animation and high 
adventure. 

You still have to regain your memory, get your work permit, 
work, fight it out at the Killer Game show, and then make it 
back to Earth. If that isn’t enough, you have to save us all 
from those fruit cake aliens that want to take over the Earth. 
The best attribute in the 3D0 version, in my opinion, is the 
upgraded sound. Playing with headphones on, or on a great 
stereo system, really adds to the Flashback experience. 
< If you haven’t played Flashback and own a 3D0, this 
- is a trip you just gotta’ take, as this is without a doubt, 
the best version of Flashback currently available. 

Kid Fan 
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I thought I’d seen it all, but Immercenary 
was a new gaming experience. From the 
wacked plot to the outrageous graphics, 
Immercenary for the 3D0 is just plain 
weird. 

Immercenary is set in a virtual world 
called “Perfect.” It seems Perfect has 
been overrun by a virtual computer, 
“Perfect-1,” and now it’s up to you to pre¬ 
vent Perfect-1 from overthrowing Perfect. 
(Are you following me here?) 

As you peregrinate around the land, you 
will come across spotted pink naked 
ladies, paintings of bald people kissing, a 
huge eye floating in the sky, and faceless 
mannequins with no hands or feet. It’s as if 
Andy Warhol arose from the grave and pro- 

decent, but at times 



gsr , Our unsuspeci- 

W % ^ ;^| ing hero, 

\ p's Lance, the 

I world’s 

1' ' \| » hippestcom- 

§ * puter repair 

1 guru, gets a late-nite 

"fix it" call to the mysterious castle 
of the sinister brain. Once he reacti¬ 
vates the computers he learns of Dr. 
Neurosis’ master plan... world domina¬ 
tion! 

The game is on... Fritz the half human, 
half pet of Dr. Neurosis is 
instructed to dispose you. 

Race through the evil play¬ 
grounds of the demented 
Doctor's twisted castle. ... 
BattleFrankenJock, . 

Draculette, and other freaks JlWk* 
of science until you reach ^ ' ^ 
the Chamber of the Brain!! 

I've seen it, but haven 
played it, but let me tell ya' if you 

liked Dragon’s Lair, -- 

or Space Ace, this & 

blows 'em both ™ 

away! The anima- 

tion... wow! Look for -ft 

more on Brain Dead 

13, next month! 

Takahara , 
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The fighting game that every Jaguar fan is hungry for, Ultra Vortex, 
is about ready to rock their world. The version you are feasting on 
here is about 90% complete, so by the time you read this, it should 
be ready to ship. UV features digitized characters like MK and Way 
of the Warrior, but that is where the similarities end. Unlike both of 
those games UV uses standard fighting controls (yeah!), has both 
human and totally fictional characters, and sports one huge demon 
that you’ll never tire of staring at. The locales in UV are hyper 
detailed, and so colorful, at times it’s hard to believe. We’ll be delv¬ 
ing deeper into the bowels of Ultra Vortex over the next month, so 
we ll be back with a full blown review next month. -Mr Goo 
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PC-FX 

HUDSON 

CD _ 

FIGHTING 
AVAILABLE 
NOW JAPAN 


The PC-Engine is my favorite video q^me system ever. Whi/l’m an RPG kinda guy, and 
tor RPGs that was your system - great-music, the storage power ot CD, plenty o' speech, 

I .awesome animated cinemas. And the fact that it was relatively unpolluted by American 
and Brit paingames was a major favoritism factor for m/as well. The 32-Bit big brother oV 
this true joysystem, the PC-FX, was released in Japan in Dec. 23rd and the first two / y 
games have made me a very happy guy. Both represent tried-and-true genres, but both 
break an immense amount of new ground. For Team innocent, the ground brdkeius-practi- 
cally the entire game; in Japan itls labeled a digitajUcomic (The category games like 
Snatcher fall into), but its 3-D environs-and action elements are like no digital comic I've 
ever seen. For Battle Heat, it's the game's unbelievable presentation. 

Battle Heat plays (In concept, at least) like any other fighting game. What's different 
here is that every attack, every fireball, every counter is 
. rendered in beautiful, 30-frames-per-second movie-quality 
. r . ' v z animation. Yeah, it’s FMV. But don’t think for a second it’s V 
||fc ^SrrrBHrfl conventional FMV during which you have two choices 

_ every 30 seconds or so... you have complete control at all > 33 

times. Each fighter has high and low tierce and light 
1 * attacks, a myriad of special moves, throws, and counters, 

igjffE - jumping attacks, variations on all ot these while near and 

W-M a far, and a taunt... basically the same as a regular fighter, ’ I fm 

but on a much grander scale. “Greats you may think, “I ? 















'£*•' *1 


get to wait for a fewlseclnds while it loads the next FMV sequence.” Ain't gonna happen! No matter 
which ot your lighter’s moves you perform, it comes out INSTANTLY - absolutely jfo waiting whatsoever, 
at any time! This makesjfor a phenomenally original and addictive tighter, especially in the two-player 
mode. One ot the mist interesting traits ol Battle Heal is it’s unique countering system - every move can 
be countered with djpe of your own, you simply have to discover-wnich it is. 

Battle Heat’s animation is fantastically Japanese - insane camera angles, impossibly contorted 
physiques with a generally hyperkinetic, explosive leel. In fact, much of the animation blatantly copies 
Hokuto no Ken - (Fist ol the North Star) Kai is obviously based on Kenshiro, Alamis on Shin... even their 
moves are the same. But hey... that’s litfte by me! Hokuto no Ken is one ot the best action amme ever/ 
marleTth fact, there’s such a volume of animation in Battle Heat that Hudson Soft enlisted the aid ofbver 
eight animation studios... each character features over 25,000 frames of animation in his 
or her repertoire! r 

W 1 This CD’s only downfall is the music... the opening track-complete with excellent 

vocals, is so great that you expect thactyproi quality throughout the game when in tact 

r most ot the music is poorly-executedf yet well-composed PCIVI. This seems to be the fault 
I of the programmers rather than the hardware, as Team Innocent’s PCM is quite good. 

Battle Heat iswn excellent and a pompletely, even disorientingly original first game for 
& the PC-FX, mino mention extremely addictive. With eight utterly dillerent characters, (plus 
h two hidderfenes, selectable via code... for those of you lucky enough to have a PC-FX, 

$ enterims code during the intro: IV, VI, II, II, V, V, VI, V.) all with entirely different attributes, 

m you should be kept busy tor a while... hut will this and Team Innocent keep you husy until g 

the next batch of FX games are released in March/April? Let’s hope so. -Nick Rox / 
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SPORTS 


Ever play a game that’s so bad you just have to say to yourself, 
“What were they thinking?" 

ESPN NBA Hangtime ‘95 is such a game. This half-court, 30, 
NCAA Basketball wannabe starts with an interesting concept that 
sound like NBA Jam: you pick from either real NBA teams, or 
from some fictitious international teams, and go two-on-two. 
Dare I use NBA Jam in the same breath as this bench warmer? 
For shame! 

The action is from a behind-the-player’s-backs view, which is 
very reminiscent of my favorite hoops game ever, NCAA 
Basketball lor the SNES. However, unlike NCAA, Hangtime’s 
graphics are choppy and jerky. Even more horrifyingly, there are 
only two sprites in the entire game, a black guy and a white guy. 
So basically, everyone looks the same -no distinguishing char- 

Hangtime has even less game play 
depth than Jordan vs. Bird from tour ' ' 
years ago. There are no spectacu¬ 


lar jams, alley-oops, effective 
fakes, or fancy dribbling. The 
controls are basic run, pass, 
and shoot. The defensive game 
is a joke, and the collision 
detection when you try to seal 
is the worst in recorded history. 

Try having a player stand still 
while dribbling, and walk up 
and hit the steal button. Nine 
times out of ten it won’t work! 

Outside of the game there’s a 
cool SGI-looking intro, digitized 
portraits of the players, real-life announcer Dan Patrick, a rap 
song, and other assorted FMV bells and whistles. But none of 
these things help the game play. ESPN NBA Hangtime ‘95 is even 
less than the sum of its parts. ^ 

If you watch ESPN (or worse, ESPN 2, the horror!), you * 
know that nine times out of ten you’ll end up with something 
like junior women’s caber tossing, while the real action’s on a 
major network. In this case video games imitate real life, and if 
you want real video hoops fun, try NBA Live ‘95 or NBA Jam TE. 
—Cal Cavalier 
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While the stability of the ||B 
NHL season seems like a year- 
to-year proposition, there seems to Wk 
be one thing you can always count on: that EA’s latest NHL game will be 
king of the video game ice. This year is no exception. Sega's NHL All-Star 
Hockey simply lacks the refined graphics and game play of EA's NHL ‘95. 'fHH 

All-Star is a pretty solid hockey game, and certainly give you plenty of 
options. All the real-life teams and players are represented, including the all-star fjn 
teams. You can pick exhibition, playoff of lull-season setups, and battery backs up 
your position. You can also edit lines. 

However, noticeably missing is a four-player option; the game only offers two player \ 
action. Additionally, it's not possible to trade or create players. All-Star seems to he 
based on EA’s NHL Irom two or three years ago. Ul 

All-Star graphics aren’t bad, with well-animated skaters. However, there’s nowhere SHI 
near as many frames as in NHL ‘95 -you’ll miss many decks and goalie reactions. W 
Additionally, the skaters look awkward and disproportionate in relation to the rink. But HH 
the most annoying aspect is that there’s no on-screen indicator to let you know which U 
highlighted player actually has possession of the puck, other that the minuscule puck 
itself. , Ip 

The game play is a good but unfulfilling imitation of NHL ‘95. You gel Ihe same 3/4 per- Wg 
speclive, hut the collision seems less precise than NHL. The action just isn’t smooth or H 

responsive, and seems a bit flat. The only feature All-Star has over NHL is fighting, but so r? 

what? 

The sounds and music are strictly average. Forget about the clear and distinct organs and ii 
sirens from NHL ‘95. In All-Star, the voices and music sound like they were recorded over a 
string-and-cups telephone. , T 

All-Star is a distant second place to NHL ‘95. This is a second purchase for hockey I 

diehards who have to buy every hockey game ever made. For everyone else, slapshoot your I 

dollars elsewhere. 

-Cal Cavalier 
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We got more info and shots of 

, which I covered in last month’s JN. A few major 
changes have been made, with the most important being the 
addition of the “Sway Line System.” There are now three 
lines of depth on the screen and you can attack your oppo¬ 
nent with regular punches, kicks or specials no matter which 
line they’re on - jumping to different lines is no longer required. Five characters from the previous Fatal Furies - Terry, Andy, Joe, Mai and 
Geese - along with five new characters, Bob Wilson, Blue Mary, Franco Bash, Mochizuki Sokaku and Won-Fu, are the fighters this time 
around. Plus, the old characters have new moves. The 266-Meg FF3 is due out in May for the Neo*Geo CD but the date is unknown for the 
cartridge system. Two other hot Neo titles shown were ulst , a new, CG-based 200-Meg R-Type-style shooter and Double Dragon, an 
amazing-looking fighter, chock-full of beautiful special effects, based on the side-scroll action games of old. 


Welcome back to Japan Now! By the time this issue is out, 
I’ll be in Japan reporting on the latest . At 

the time I’m writing this I haven’t seen the show yet, but 
luckily I received information about the titles being shown 
there. Read on for the latest and greatest info from Japan! 


SEGA 

Sega is displaying many fine games at the AOU, with the most impressive being , AM R&D Dept. #3’s rally racer 

which is said to be better than Daytona USA. Also being shown are Chase 2 and World Striker, a soccer game, both developed for the 
Model 2 CG Board, and the ST-V games Bolden Axe: The Due and an as-yet-unnamed puzzler. 


NAMCO 

Among Namco’s myriad titles are Cyber Command , the sequel to CyberSled, featuring unbeleivable texture-mapping, Alpen Racer, a 
System Super-22 skiing game, Air Combat, a System 22 dogfightng title, and , a game which has been described as a “futuris¬ 

tic Ridge Racer on motorcycles.” 


CAPCOM 

Didn’t it seem to you that the fighting game genre had been dying down? Sure, you’ve got your Killer Instincts, Samurai Shodown lls and 
Tohshindens, but for the most part the amount of fighters has been less and less. Not so any longer - the amount of fighting games released 
lately has been tremendous, and Capcom shows no signs of letting up in their releases within this genre. 

The first in Capcom’s new fighter lineup is . NightWarriors features two new characters, Donovan 

and Lei-Lei. Donovan is a Dark Hunter who’s out to destroy all of the demons in the land, and is the only human in the game. Donovan 
wields a huge Tibetan Demon Blade and wears the sacred Wan-Fu style necklace of the vampire hunter. Lei-Lei is a female Chinese ghost 
called a Kyonshi, dead souls who can move only by bopping. Kyonshi wear long robes and are bound by a mystic talisman adhered to their 
forehead. You can also control Huitzil and Phobos, DarkStalkers’ bosses, in NightWarriors. Each character from the previous DarkStalkers 
is revamped and has new moves as well. Unfortunately, we re not allowed to bring you shots of NightWarriors until the nest issue, so 
please look forward to them! 



Second in Capcom’s repertoire is s: Full Metal Madness Another one-on-one fighter, CyberBots features 12 Variant Armor suits 
each totally different in its attributes and special attacks. Each 
JF^ Y^SifeECT=====j Variant Armor, or VA, has a weapon, whether it be a beam can- 
™ ■' t- non, machine-gun or drill. Little else is known about CyberBots, ^ 

■•\vi but you know it’ll be filled with powerful, multi-jointed charac- L v . ^ 

• ters ala Powered Gear or X-Men’s Sentinel. 


. ^ 
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Fatal Fury 3 features the Sway Line system 
which allows you to attack an enemy... 


S n another plane of depth with basic 
iches and kicks or even a special move. 
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/ “t/ ^ g /] ) v The latest status report on the arcade has just arrived at Game 

- ____ < ^V gs _ t _L Fan. It seems the new coin-op will feature 14 characters in all. Although Dhalsim and Blanlra 

1 | HA 8HKS 3 pWW B have been deleted from the game, there are 3 new characters plus a non-hidden, codeless 

J Akuma. One of the new characters is a ninja named Snake. Nothing is known about the other 
Bi IfiS il WsHfl I characters at this time. The digitized graphics in SF2: the Movie are said to be superior to MK 
-vszs=— ' " How can this be? Well, all the characters in the game have been , eliminating the 

nifty Midway-esque sharp edges seen in previous arcade fighting games. Thankfully, the coin-op will include the 
SSF2 Turbo game engine, so the game should be more successful than the painful movie that bares its name.... As f 
the home version(s), Capcom will be releasing the game on the Saturn, 3D0, and possibly the Playstation this coming fall. Speaking of the Playstation, Capcom 
rumored to be providing Sony with yet another coup. The all new Street Fighter Legends is said to be debuting exclusively on the 32-bit Playstation around mid 
year. The new SF will redefine gameplay excellence.... groooooovy! In an unrelated storylwell, sort of) SF3 will zoom into arcades this October or November an 
is rumored to be one of Capcom’s first arcade games to appear on (and designed specifically for) the Ultra 64... the wait continues. 


On February 9th 1995, had their third on CompuServe. Minoru Arakawa, Howard Lincoln and Peter Main talked about the succes; 

of Donkey Kong Country and NOA’s future hardware and software plans. I would now like to present to our readers the first installment of... HE SAID....WE HEARD. 
And now, without further adieu....let the games begin. Howard Lincoln started off by saying “our 64-bit system, we’ve developed with Silicon Graphics, is on 
Schedule.” (now in the arcades) are just two ot the games to be released later this year”. Then came the questions. Adam Drexlc 

asked “Will Nintendo be making any SGI rendered games for the SNES before the release of the U64.” Peter Main said: “We have several ACM games under 
development for the SNES and we will be unavailing at least 3 at the E3 show in May, including a .” I HEARD; The 

sequel to DKC will be 64 megabits and will be the first game to incorporate Nintendo's new 11 MHz . This chip can be used to de-Compress data at a 

highly efficient rate. As for the other 2 ACM games; well, the first one will be the 24 meg SGI-rendered Super FX action game Sigeru Miyamoto has been workin 
on for the past 2 years. The 3rd one is the new . Next question. “My question concerns a rumor about Nintendo and SquareSoft joini 

forces to make RPG’s.” Is this just garbage, and how does it affect games that might come out for SNES or U64?” Mr. Arakawa said: “Nintendo has had a long 
and continuing close relationship with SquareSoft.” “Square makes some of the best RPG games in the world, for example the Final Fantasy series, and (they) 
have made several titles exclusively for Nintendo.” ”We look forward to a long continuing relationship with SquareSoft.” I HEARD: Square is programming 

, (FF4 in America) a 64 meg SNES game incorporating Nintendo's new SA1 CPU and featuring 100% SGI rendered graphics. Square will then be releas 
ing Secret of Mana 2 later this year. For the Ultra 64, Square is working on Final Fantasy 8, a 128 megabit game due out in March of 1996. Next question: “I tho 
oughly enjoyed all 4 Zelda games and I was wondering when to expect another?” Mr. Arakawa said: “I'm happy to tell you that another game is in devel 
opment.” I HEARD: is 64 meg and will be released towards the end of this year for the Ultra 64, as well as a new 64-bit Mario adventure... Joy! Q: “For 

what systems, and when, will the following games be released: Turok, Spawn, and Street Fighter 3?” “Also, what will be the packaged game for the U64?” 
Howard Lincoln answered: “Turok will be released in the Fall of 1995, by Acclaim for the NU64 when the system is released.” “ will be released by Son) 
Imagesoft for the SNES in the fourth quarter of 1995.” “We understand SF3 will be released in the Arcades later this year, but I don’t have a release date for the 
home version of this game.” “We have not announced the pack-in plans for NU64.” I HEARD: Turok: Dinosaur hunter, is only on the drawing boards as GameFan 
goes to press. However, in March, Acclaim will be receiving Ultra 64 development systems from Nintendo and the game should be ready to ship before the end 
the year. As for Spawn, Psygnosis is programming a Sony Playstation version. The pack in game for the Ultra 64 will be Pilot Wings 2 which is being pro¬ 
grammed by Paradigm Simulations and produced by Sigeru Miyamoto. The whole shebang (U64 + game) will retail for the “Buy Me Now” price of $199.99 this 
September, the same price as the SNES when it was released.... Hmm, now where did I put my time machine.... Next question: “Since the deal with Williams an 
Nintendo has gone through, I’ve heard that Williams has signed an exclusive deal to bring MK 3 to the Sony Playstation first.” “How does this make you feel 7 ” 
“Does if change your relationship with them, and if so, how?” Lincoln answered: “Our relationship with Williams is excellent and unchanged.” “Williams is a 
large com operated video game manufacturer.” “ Our deal with Williams relates to arcade games which use the NU64 chip technology.” “The coin-op gan 
to be released by Williams does not use the NU64 chip set.” I HEARD: MK III is being released exclusively for the Playstation this year, but competing systems 
(Saturn, U64, Genesis, SNES, etc.) will get the game in 96’. Williams is programming both versions (PSX and arcade) simultaneously. According to Ed Boon thi 
CO-designer of MK 1-3, the Ultra 64 version will be belter than either the Arcade or Playstation MKIll. The 128 megabit Ultra MK III will be released in February c 
96, and will have features exclusive to the U64 version only. Williams main focus lor the 64-bit Nintendo is a 3-D coin-op fighting game due out March 1996 wil 
the home version to follow in June of 96’. Lasf question: “Are there going to be sequels to F-Zero, Super Mario Kart, Super Metriod, or Uniracers.” Peter Main 
answered this one: “As you know, Nintendo often develops sequels to it’s hit games.” “Some or all of these games are certainly candidates.” I HEARD- 
is now in the works for the Ultra 64 and should be one of Nintendo’s big games at the 1996 WCES in Las Vegas next January. is a 64-meg title 

due in December 95’. There are no plans for a sequel to Uniracers as of yet, but is in the drawing stages and is slated for a Summer 96’ 

release. 


Sierra On-line, based in Bellevue, Washington., issued a press release announcing that they will develop and publish “ ” exclusively for the 64-bit 

Nintendo. It reads as follows: “Based on the critically-acclaimed PC flight simulator baring the same name, Red Baron will bring real-time, three-dimensional 
high-flying, World War 1 aerial combat to a whole new audience, shortly following the launch of Ultra 64 this September.” Red Baron will be 64 meg and will fe 

ture SGI graphics unlike anything anyone has ever seen before.Faaantabulous!. has just announced they will be working with Nintendo garni 

Buru, on an Ultra 64 project. Angel Studios is responsible for the beautiful SGI graphics seen in the movie Lawnmower Man and also the 

Listerine T.V. commercial. This game is rumored to be Ultra Mario Kart. Software Creations is developing a 3-D game for the Ultra 64 and they are also respons 
hie for the custom sound tools Ultra 64 developers are now using. Rare LTD., and DMA are each working on Ultra 64 games that are supposedly super violent 
Expect these two 3-D games sometime in 96’. 


Sega has big plans for the upcoming E3 show, both for the Saturn and the 32X. For the , they will unveil , and at least twelve others 

that I just couldn’t rifle out of TT. For the Saturn, don’t be surprised if Street Fighter Legends rears it’s head, along with tons o’ US games that SOA has kept a 
secret until now, including (hopefully) . Will one of these be Phantasy Earth, the rumored Saturn Phantasy Star sequel? Daytona will certainly be 

the main focus but in order to combat the massive Sony display, more power will surely be on hand. Sega’s new 16-bit handheld may also make an appearance. 


This information is preliminary at the moment and is subject to change, but here’s what we know so far: is set on an island located in Thailand 

and is based on MKI. Unbeknownst to the competitors, this Island has a portal that’s a gate to a parallel universe. The good guys are: Johnny Cage, Sonya, and L 
Kang, the main hero. Scorpion and Sub Zero appear in beginning of the movie where Sub Zero executes one of his special moves, the freeze, wow I can hardly 
wait! Kano is a mercenary hired to kill Sonya, but he never succeeds. Raiden is an advisor for Sonya, Cage, and Kang. Supposedly, Kitana is a 10,000 year old 
princess, I wonder what her secret is? Personal Power, or maybe Susan Powter? She informs Shang Tsung that if Goro wins the tournament, he will invade eart 
and overrule it, as his kingdom. In one of the final scenes, Johnny Cage and Goro go at it, head to head. In this fight, Cage gives Goro a groin crunch, he has 
ballz!?, and then he does his super kick, sending Goro off a cliff, killing him forever. I guess no MK4 for him! Shang Tsung then takes Sonya back to his world 
and challenges her to a fight. Cage and Kang follow Shang to his world for the final fight. I’m quite sure this will be the first good game to movie translation. We 
that’s it for me. See ya’ next month. (Well I won’t actually SEE you). 
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“If you want to win the battle 
between the next generation 
video game machines, you 
better have the technical 

muscle.and believe me, 

with Nintendo’s new Ultra 
64, you have the technical 
muscle to win that battle.” 
“Our emulations are bach, 
and I gotta tell ya, its been 
stunning.” “The visual qual¬ 
ity and the speed and inter¬ 
activity of the gameplay 
have been amazing, I can’t 
wait for you as the world’s 
gameplayers to be able to 
get your hands on this.” 

“And when can you do 
that?” “Well, I’m really 
pleased to tell you today, 
we’re right on schedule.” 
“The chips are taping out 
this month, which is right on 
track to be able to deliver 
our commitments to you.” 
“I’d like to be able to let you 
in on just a few more of 
these specific technological 
details behind the Nintendo 
Ultra 64.” “First of all, let me 
tell you what we’re going to 
be looking at.” “Were NOT 
going to be taking a look at 
highly produced computer 
animations.” “What we are 
going to be looking at, are 
the real time gaming envi¬ 
ronments the Nintendo Ultra 
64 will be able to produce.” 



One of the specific hardware advantages the Ultra 64 will have over 
its competition is “Load Management”. In polygon games such as 


Ridge Racer or Daytona, objects in the far off distance often suddenly 
“pop” into view, as the hardware renders the approaching image. 
With Load Management, everything the eye can see is already on 
screen, without any polygon pop-up (check out the mountains). 



Tri Linear Mit-Mapped Interpolation, or TLMMI, is one of the Ultra 
64’s more spectacular features. On the left is Doom for the PC and 
on the right is an Ultra 64 demo featuring TLMMI. When you get 
close to an object in Doom, they pixelize. With TLMMI, an object 
will never pixelize, no matter how close you scale up to it. Since 
TLMMI is built into the Ultra 64’s 64-bit Reality Immersion Graphics 
Processor, none of the games will ever pixelize. 



Another hardware feature that’s built into the Ultra 64’s Reality Immersion 
Graphics Processor (rumored to have the power of the Reality Engine 


graphics board in an SGI Onyx) is Real time Anti-Aliasing. Without it, 
scaled objects have rough jagged edges and and a “sparkly” effect as the 
hardware redraws it. With Anti-Aliasing, all the rough edges are automati¬ 
cally softened real-time, giving 3D objects an eerily realistic look. 




, 



Here's e demonstration el tee CG expertise ol Angel Studies, (who's credits 
include the tisterine commercial and Lawnmnwer Man) Nintendo's chiet 
game gnru Sigeru Miyamoto is teaming up with Angel Studios tn develnp a 
3D game (thought to he Ultra Mario Karl) lor the Ultra B4. 


Hyper realistic computer simulations, such as this Space 
Shuttle demo, are possible on the Nintendo Ultra 64. 
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Nintendo is hoping their so called "Dream Team” will be the hey to the success ot the Ultra 64. The Dream Team members include: Silicon Graphics, Inc.; Alias Research Inc.; Rambus Inc.; MultiGen, Inc.; Rare Lid.; WMS 
Industries Inc.; Acclaim Entertainment,Inc.; Williams Entertainment Inc.; Paradigm Simulation, Inc.; Spectrum HoioRyte; DMA design Ltd.; and the newest Dream Team member, Angel Studios. Highlighted above are some ol 
the computer animations ot Angel Studios. One of their most popular and impressive animation pieces are the CG images seen in Peter Gabriel's music video: Kiss That frog, shown below. 




























































Capcom arcade game I’ve ever 
seen 


_ five layers of parallax, gor- 

r geous line-scrolling and literally I k 

shocking, hyper-vivid, ultra-Japanese x 

\ (especially Psylocke in her anime incar- \c v 
nation... such the babe!!) animation make 
!% ujp the bulk of this 300-plus-Meg mon- 
£ -% srer. The music is fail but, unfortu- «. /> 

■'S \ nalely, seems to fall into the / 

{ | recent Capcom MegaMan-X trap, | *r 

| with sampled electric guitars aplenty ^ 

*z * | and the same, 80’s-ish lunes. 

I X-IVIen makes a superb fighter lor the \ 
_J \ Capcom tan and a gift from God for the X- 
m v IVIen enthusiast, but if you’re like me it’s just \ 
m | a minimal time-passer until NigiitWarrior$: !' 

DarkStalkers’ Revenge and Street Fighter y, 
— Legends/Zero. -N.Rox > ' K | 
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On a system completely overrun with lighting games, it's usually hard to get 
excited about another one. This is not the case with SunSoft’s Galaxy Fight: Universal Warriors. This 
170-Meg wonder is, truly, the most amazing Neo*Geo game I have ever seen. 

From the hyper high-guality FMV intro the last boss’ scaling, warping and color cycling back¬ 
ground, Galaxy Fight is total quality, and highly unorthodox: The stages have no boundaries, mean¬ 
ing you can advance or retreat endlessly, adding up to no corner traps and a much larger playfield 
tor defensive players to work with. Combos come out almost effortlessly in GF (the novice player 
will have no difticulty whipping out five-hitters), and this is the only fighting game I know ol in 
which two super moves can be two-in-oned into each other, making for insane, beautiful-looking 
combos. 

Galaxy Fight's most impressive trait is its art and special effects- visual effects featured in this title 
are so amazing that seeing them for the first time is comparable to your first encounter with Gunstar 
Heroes: Each level features up to five layers of parallax and amazingly deep line-scrolling... while 
scaling in and out! Power! One stage even has a super joy-infused color-cycling sky with flashing 
lightning and a warping, line-scrolling, reflecting floor... plus the aforementioned line-scrolling, 
parallax and scaling! The stuff this game does simply cannot be done on the Neo, yet somehow 
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* Sunsoft manages to pull ‘em olf. 

It ain't just the backgrounds that are beauty, though, as Galaxy Fight's characters are 
animated extremely well and are very unique, not only in design but in their special moves. For 
example, the character fllvan has a throw in which he hurls his opponent skyward, only to fry him or her 
with a pair of lightning bolts on the way down. Musafar, the robot, can toss you in the air and, as you fall 
down, beat on you with whatever move he desires... but ot course you can counter it as you plummet. It’s j 

keen moves, coupled with the entire game concept and the ultra-cool characters like this that add the j 

much-needed element of originality to this fighter. 

GF's music is another of its strong points: It ranges anywhere trom odd ambient tracks with vague snippets 
of half-heard conversation, Art of Fighting-style, to raging techno and to subdued yet too-cool Japanese , 
Samurai Shodown-esque tunes. The sound effects are nice, too, but the speech is unfortunately spoken with t 
thick Japanese accents. 

So, we have yet another Neo»Geo lighting game. Is it the same as all the others? Absolutely not. There’s 
enough originality to be found here than in almost all of the other SNK lighters, excluding Samurai and King 
of Fighters, combined. The combination ol this fact with its beautiful graphics, excellent gameplay and music 
make this one hard to pass up, and an absolute must-buy for those planning to purchase the CD system. 
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Call 

802-767-3033 

Fax 

802-767-3382 

Source 

10252 

Chips & 

Bits, Inc. 

PO Box 234 
Dept 10252 
Rochester, 
VT 05767 


CHIPS&BITS 



























































Lowest 
Game Prices 

In The 

Universe 



Battle Clash 

Nintendo 

$12.88 

Brain Lord 

Enix 

$19.88 

FIFA Soccer 

EA 

$19.88 

Great Circus 

Capcom 

$19.88 

Jeopardy: Sports Edition 

Gametek 

$19.88 

King of Dragons 

Capcom 

$19.88 

MLBPA Baseball 

EA 

$19.88 

Michael Jordan 

EA 

$24.88 

Mystic Quest 

Sq. Soft 

$19.88 

NBA Showdown 

EA 

$19.88 

PGA Tour Golf 

EA 

$19.88 

Pink Panther 

Tec Magic 

$14.88 

Sim Ant 

Maxis 

$19.88 

Street Fighter II Turbo 

Capcom 

$14.88 

Super High Impact 

Acclaim 

$19.88 

Yoshi's Safari 

Nintendo 

$ 9.88 

Sega Genesis 


Andretti Racing 

EA 

$19.88 

Baseball 2020 

EA 

$ 9.88 

Dick Vitale 

Tengen 

$19.88 

FIFA '95 

EA 

$29.88 

Jeopardy: Sports Edition 

Gametek 

$19.88 

Lethal Enforcers 2 

Konami 

$24.88 

MLBPA Baseball 

EA 

$14.88 

Mortal Kombat 

Acclaim 

$19.88 

NBA Allstars 

Acclaim 

$14.88 

NHL '95 

EA 

$29.88 

PGA European Tour Golf 

EA 

$19.88 

Royal Rumble 

Acclaim 

$19.88 

Skitchin' 

EA 

$14.88 

Tecmo Super Bowl 

Tecmo 

$14.88 

Tony LaRussa 

EA 

$14,88 

X-Band 

THQ 

$29.88 

Sega CD 

1 

1 FIFA Soccer 

EA 

$24.88 

■ Lethal Enforcers 

Konami 

$19.88 

■ NHL Hockey 

EA 

$14.88 

■ Racing Aces 


$14.88 


Hundreds v 
More! , " 


Turbo Grafx Games From $6.88 


All New • Not Used 


Order Now! 

1 - 800 - 262-7462 

Available By Mail Order Only. 

Add $5 for Shipping & Handling, 

Limited to Stock On Hand. 

All Sales Are Final. . 
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Dear Postmeister, 

First, I would like to say that I think 
GameFan is the only magazine worth buying. The 
information is accurate and way ahead of the 
other guys. My favorite sections are Special K’s 
Japan Now and GameFan 32. My questions are 
about the Saturn. I plan on buying the Saturn 
the day it is released in the U.S., and I would like 
to know if Treasure and Konami have announced 
any games for the system. Another question is 
from the December ‘94 issue of GameFan. On 
page 201, there was a list of games coming out 
for the Saturn. I noticed a game called 
Phantasy Earth, which was listed as a RPG. Is 
this game a sequel to the Phantasy Star 
series? My last question is; when are you guys 
going to do an interview with Konami?, the com¬ 
pany that has made great games for many 
years and continues to do so. Well, I thank you 
for your time, and keep up the excellent work! 

P.S. It is nice to see that someone else likes 
Rush as much as I do. Jacob’s Ladder is the 
greatest song of all time. 

Sincerely, Jack Foley 
Swedesboro, NJ 


Dear Jack, 

Konami has already started programming a 
new Castievania, and Treasure is working on a 
Gunstar Heroes sequel! I wonder if SO A will pay 
ant attention to this one? Phantasy Earth is 
the next game in the PS series but little is 
known at this time. I’m sure that as soon as 
any info is avaiiabie. Special K. will bring you the 
complete scoop in Japan now. Push is indeed a 
power band! So is Dream Theatre, but since it is 
so good it will most likely die out and be 
| replaced by retards in high heels singin' Stayin’ 

,, Alive or something. 

Dear Postmeister, 

First off, I want to say GF rules! All the rest 
of those so-called game magazines are best 
used for oversized coasters. I’ve been gaming 
since way back on Odyssey and Atari 2600 
* days, and my question is: Will the Ultra-64 be a 
gamer’s dream come trUe? Will it even see the 
. light of day? One of those other mags said 
^ Nintendo was having trouble meeting the $250 
* price due to SGI’s inability to supply the chipset 
at under $60 per unit. The mag said Nintendo is 
!*' . rumored to be dropping Ultra-64 in favor of 

some SNES CD add-on. What’s the true scoop? 
Is Nintendo guilty of the biggest vaporware 
mess in the history of gaming? Or worse, will 
they downgrade their promised killer system to 
keep the cost down? I called Nintendo, and they 
said the Ultra-64 would come out the 3rd quar- 
( 0 ^ ter of ‘95 with an exact conversion of Killer 

Instinct available at launch. IS this just more PR 
from Nintendo of America? Where are the con- 
M version shots of Killer Instinct and Cruisin’ 



USA? September is just half-a-year away. Have 
they started programming these carts yet? 
Stay with the game, Meister One! 

Mike Arrington 
Louisville, KY 

Dear Mike, 

We here at GF have seen the power of the 
U64 and it is indeed the ultimate power! The 
U64 is right on schedule and many games are in 
the works right now including Killer Two, which 
houses part one inside!! K2 will not be released 
in arcades, has new SF2 type combo’s, and is 
much better than Killer one! Those other mags 
have burned Nintendo numerous times so 
maybe they just don’t get the info, any more, I 
don't know. The U64 will be out this Fall and will 
cost 249.99 or less, with a pack in! Holy 
postage stamps! 

Yo Postmeister, 

What’s up? First, I would like to congratulate 
you and rest of “Team GameFan” for all of the 
hard work and effort made to make this the 
best video game magazine out. 

Now, let’s get down to business. In January’s 
issue (page 135), you talked about NEC’s PC-FX 
system. In my opinion, this system has great 
potential and looks promising, but so did the 
Turbo-Grafx 16 (The DUO), which they aban¬ 
doned. I am one unhappy owner, and I’m sure I 
am not the only one. NEC had the best system 
out when the T-G 16 debuted because it had the 
most advanced system out that utilized the 
latest technology. For example: 1) The first sys¬ 
tem to use CDs to play video games. 2) The first 
system out to use an add-on memory (Turbo 
Booster). 3) First system out to use a compat¬ 
ible game cartridge for TWO systems (T-G 16 
games were played on the Turbo-Express). 4) 
First, and still only, 16-bit portable system. 

So why did NEC make the best system 
around, and then just let it die? NEC gave me 
and many others a rude awakening, and after 
they have shattered all of our dreams, they 
expect people to buy the PC-FX? Yea, right! The 
only way that NEC can restore our trust in them 
is by making an attachment that upgrades the 
DUO (like the 32X). But, if they don’t do that, 
they are finished even before they have started! 
Sincerely, Mark DaCosta 
Bermuda 

Dear Mark, 

Well Mark, you won’t have to worry about buy¬ 
ing a PC-FX because it won’t be coming out here. 
Indeed the Turbo was cool, but the American 
arm of NEC was a bunch of boneheads. They 
never released, Madara, Atomic Robo Kid, Power 
Drift, Download 2, Dracula X, Street Fighter, 
Batman, Snatcher, Tengai-Makyo 2, Emerald 
Dragon, Ys 4, Xanadu, Spriggan, and so many 



other fantastic titles. Instead they released 
lamety’s like TV Sports Ca-ca, Yo-Bro, 
Impossamole, Addams Family, and Lords of the 
Rising Sun...OUCH! I can't blame NEC for shut¬ 
ting that pain down. Hey, we tried to tell ’em but 
they wouldn’t listen. I have a PC/FX and I love it! 
It’s the coolest looking system I’ve ever seen. I 
loved Team Innocent but now I will be waiting a 
long time for more good games. It’s gonna’ take 
some time for NEC to regain power in Japan but 
I’m confident they will. Who knows what will hap¬ 
pen after that? 

Dear Postmeister, 

You guys are simply the best, I’m a hardcore 
RPGer, and I normally don’t buy magazines for 
games. But when I saw your picture of Phantasy 
Star IV, I knew you were my mag. 

I just purchased a 32X, but so far all of the 
games suck. Is anything else coming out, and 
will they be as junky as they are now? Also, I 
have a new Sega CD and an old Genesis, and I 
was wondering if I could play 32X CD games with 
that hookup? My brother is interested in buying 
a Jag, but I read in another mag that the Jag is 
really a 32-bit machine. Can you confirm this? 

One more thing about Sega - is the Saturn 
32-bit or 64-bit? Because if Sega thinks they 
can compete with 64-bit stuff with a 32-bit 
machine, they're wrong. By the way, I heard 
some rumors saying that you can play Mega 
Drive 32X games on the Genesis 32X?! 

P.S. Are you guys gonna go all the way through 
PS IV, or are you gonna leave us halfway 
through? And if you can tell me anything on how 
I could get a hold of PS I, TELL ME! (Very impor¬ 
tant!) Also, is Alys in PS IV the same as Alis in 
PS I? 

See ya, Kevin Fitzgerald 
Middle Granville, NY 

Dear Kevin, 

Kevin, Kevin, Kevin. It takes time for a system 
to find its legs. The games your seeing now 
don’t even nick what the system is capable of. 
Joy is coming, I promise you. Virtua Fighter, and 
many other new titles will be shown at E3. 
Chaotix will make you feel a lot better and it’s 
right around the corner! Of course the 32X is no 
Saturn (or PS, or Ultra, or 3D0, or Geo CD) but 
it’s only a hundred and fifty bucks. And, most 
importantly, it’s a Sega product, they can’t let 
it die. They have pledged their allegiance to the 
32X promising three to four years of quality 
support. The Saturn is a 32-bit system, it has 
two 32-bit processors that work in tandem. 
There is currently not a true 64-bit system on 
the market. The Ultra will be the first one. The 
Jaguar is more a 16-bit system than it is a 32, 
it’s actually a pseudo-64-bit. We’ll explain more 
about that in our big “spec’s’ extravaganza next 
month. After that you’ll know everything! Oh, 

* , 




before I forget, your set-up will work just fine. 
And finally, Alys is a new character. I don’t think 
the guy at SOA who translated four, even played 
part one (or two, or three). Read Nicks review. 

He tells why. 

Dear Mr. “Cuz I’m CrAzY!” Postmeister, 

I think you’re cool and should still run for 
president. Anyways, I own the awesome 3D0. 
Living in a small town, believe you me, I freaked 
out some pretty cool friends. The reason I’m 
writing to you is ‘cause I am angry. (I’m a little 
bit CrAzY too, but that’s not the point here) 
Now that 3D0 has the chance to advertise, 
release all the “eye popping” games, and keep 
people happy, why don’t they do it? Sega, Ultra- 
64, and PlayStation won’t start until 
September. I am no marketing analyst (Huh- 
huh, he said anal-yst, huh-huh) but 3D0 should 
be full-power by now. What’s the deal? Are they 
asleep over there or what? It’s already the end 
of February and there aren’t even any new 
games released. Gex, if there is one, is even 

pushed-> back to March release. I’m not 

assuming anything but wasn’t it supposed to 
be released like Nov. ‘94? All I know is that I am 
a very happy 3D0 owner without “new” games 
and if they do not do something soon I am 
going to be a very ANGRY yet slightly happy 
3D0 owner. 

Also - Your magazine is the greatest. You 
got my vote for prez! 

Michael Angelo 
Brownsville, TX 


Dear Michael. 

Unfortunately, it has taken the 3D0 Co. a lit¬ 
tle longer than usual to find there niche’ in the 
marketplace. This is common with any start up 
co. (especially one that started things off inter¬ 
acting). Once you figure out in what direction 
you want to go, in this industry, it takes at 
least a year to get there while the developers do 
their thing... 3D0 is at the tail end of that year. 

This is the beginning of their s econd genera¬ 
tion and it’s looking very promising. Crystal is 
about to launch some awesome sports titles 
(check 'em out below) along with GEX, which is 
now done. Crystal delayed GEX to make it the 
best platformer possible. This is a very impor¬ 
tant game for the 3D0, so users should be 
happy that they took the time to make it rock. 
3D0’s third generation will include games pro¬ 
grammed with the Bulldog PPC upgrade, so I 
wouldn't worry if I were you. The 3D0 is fully 
entrenched in to the American gaming scene. 
Hey, they’ve got Konami, Midway, Crystal 
Dynamics, and Id, makin’ games right now, need 
I say more? Hey, you nut burger, quit scarin’ all 
the locals, Grandma’ Posty lives in Brownsville! 
I’ll send her over with her UZI nine milameta’ and 
a can of Mace... I make my own you know. 

\o [ffe ogf I’ll JJtm /o|J /’JJetident! 

5137 Clareton Dr. Suite 210 
Agoura Hills, Ca. 91301 



Crystal Dynamics’ first sports game Glam ‘n’ 
Jam. I could do dat! 

Special thanks to: 

Bobby Ross, Jarred Kileen, MG, Mike Larkin, Brett Jenkins, 
Hoover, Rich Davis, Tom King, Vincent Pagan, Chad 
Uselman, Reyna Burke, Damon Davis, Luis Cajigas, Mike 
(ska) Quinn, Etrain Mendoza, C.M., Jeremy Kershaw, Jason 
“D. Gamer" Cale, Matt Cronin, Price Boon, Scott Hemphill, 
Danny Mcguire, Jason Hillyer, Kolbe Launchbaugh, Andy 
Creager, Bob Tieman, Tim Kautlman, Jason Gammage Amn 
USAF (peace back at 'ya), Gilbert Guajardo, Charles Mugg, 
George Shalhoub, Wolt, Ed Brown, John C.M., Marquis Oz, 
Douglas Levy, Paul Geiger, Simlash, Kevin Kisiel, Shane 
Rambo, W Dawson, Kenneth Lee, Daniel Abellon, Eddie 
Sud, Vance Tang, Edward Hieronymus, Chris Trent, 
Lu-Brihation, Steven Morales, Jonathan 
Utah, and Derek Swanson. All of 
your letters were awesome! ^ 

Jason (a.k.a. sleepless in San 
Diego) drink lots of Coffee!, 

Darren Roskam, that was 
the COOLEST, and Karin 
Hoquist, thanks for the 
CHUPA-CHOPS! 
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Battletech 
Beavis & Butthead 
Bill Walsh 95 
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ESPN Sports Titles 
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Space ftce CD 
Troy Aikman Foot 


Spiderman 
Star Trek Fleet 
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SO** 1 

Call for oor witle selectioo of games! 


r e * & 

WITH 

ANYONE 

ELSE. 

Overnight shipping. $0. 


What do you wont from your 
game dealer? You want a 
wide selection. You want fast 
delivery. And you want 
friendly people who know 
games. That's why 
Gameware Express is here. 

We can ship overnight for just 
$6. No hidd en.costS'&Q iifr 
selection i: 

And whjfclMIvoC 
assisteJjSyjpfales stiff of 
gamejfntnusiasts, who are 
happjto ftp find just the 


32X 


32X System 
Doom 

Cyber Brawl 
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Chaos Agenda CD 
-■ ickered Hag 
k Drive 

Double Dragon V 


ipest2000 S50 


( 3041926-1413 

HO. BOX 46060 BATON ROUGE, LA 70800 







"OKC COMTE f T otsaini 

<3PA DIP PRIZE WIDIDIEPSI 


13-18 *MV OU) 


r \W; 

RODRIGO D. TORAV MIKE 
OF PICO RIVERA, CA SAFI FI 
AGE: 14 


BROOKS OF RYAN RUEL OF 
AUKEE, Wl AROMA PARK, IL 

AGE:7 AGE: 12 


IRK IAPP'“ 
RESEDA,” 
AGE:20 
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OF PUG A 
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BAO NGO OF 
OTTAWA, ONTARIO, 
CANADA. 

AGE: 14 
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THE RUNNERS UP! 


HUGO 


DOMINGUEZ 
ALHAMBRA, CA. 


EDDIE FRANK < 
ATLANTA, GA. 


STEPHEN OKASAKI OF 
ELK GROVE, CA. 
AGE: 17 


§ 1 tw» 

yd | 

j#* * A ' £U - M 

B . \ 02 





GAMERS CLUB 


GET YOUR PLAYSTATION AT THE 
64 BIT SYSTEM HE ADQUARTERS! 


Daytona USA 


Night Stalker 


COMING SOON: 

Daytona USA 
Van Battle 


Deatllus 
Pretty Fighter X 


DON’T FORGET ABOUT 16 BIT... CHECK OUT THESE 
AWESOME MEGA DRIVE GAMES IN STOCK NOW! 
CALL FOR DETAILS! 


SURGING ORA 
DRAGON SLAYER 
YU YU HAKUSHO 
STORY OF THOR 
ROCKMAN MEGA WORLD 














CALL FOR PRICES 
Strahl 
D-Diner 
Yu Yu Hakusho 
Tetsujin 2 (Import) 
VR Dragon Wars (Import) 
Police Nauts 
Sailor Moon S 


Quarantine 
Dragons Lair 2 
Gex 

FIFA Soccer 
Flashback 
Need for Speed 
Samurai Shodown 
Spr.Street Fighter 2 TE 


Yu Yu Hakusho 


DIE HARD IS NOW 
TAKING SPECIAL 
ORDERS FOR 
GARAGE KITS 
FROM JAPAN! 


SPACE HARRIER: $29.99 
TEMPO: $64.99 
METAL HEAD: $64.99 
SUPER MOTOCROSS: $64.99 
SONIC CHAOTIX: $64.99 


For Fast Overnight Delivery Call 


OR FAX YOUR ORDER: (818) 865^2595 

PLEASE INCLUDE YOUR PHONE NUMBER! 


C.O.D.s WELCOME 

PRICES ARE SUBJECT TO CHANGE WITHOUT NOTICE. NO REFUNDS 


VISIT THE I 
DIEHARD i 
GAMERS CLUB I 
STORE NEAR 1 
YOU! i 

(Mail order service not I 
available at the I 
following locations.) ® 

948 W. Dundee Rd. 
Arlington Hts., IL 60004 
(708) 253-GAME 

343 Coliseum Ave. 

Nashua, NH 03063 
(603) 881-8884 

3035 Walton Blvd. 

Auburn Hills, MI 48326 
(810) 340-8808 

8356 Mills Dr. 

Town & Country Center 
Miami, FL 33183 
(305) 271-7197 

9105 No. Division 
Spokane, WA 99218 
(509) 468-4246 

Ventura Mall 
Perryville Rd. & 

Walton Dr. 

Rockford, IL 
(815) 395-1123 

1508 Northern Blvd. 
Manhasset, NY 
(516) 627-6200 

721 Central Expressway 
Plano, TX 75075 
(214) 422-5567 

INDEPENDENTLY OWNED 
AND OPERATED. 

COMING 
SOON: I 

Washington D.C. 

El Paso, TX 
St. Louis, MO 
New Orleans, LA 
Chattanooga, TN 
Springfield, MO 



TRY OUT A DEMO ZONE! 















i Call the Multiuser 

I Game Domain 

; BBS 2400 Baud 
1 (209)432-9619 




Send us your old cartridges 

Receive a check back or purchase other titles of your choice 
Prices in this ad are good thru 4/29/95 
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SUBSCRIBE TO 



GAMEFAN FOR JUST: 


SEND YOUR CHECK OR MONEY ORDER 
TO: 

DIEHARD GAMEFAN 
5137 CLARETON DR. SUITE 210 
AGOURA HILLS, CA. 91301 


PLEASE HAVE YOUR VISA OR MASTERCARD READY 

Canada and Mexico orders add $10.00 • All other foreign orders add $20.00 US funds. 
Allow 6 to 8 weeks for your first issue. California residents add 8.25% sales tax. 


Acclaim.. 

American Softworks 

Bre Software. 

Chips & Bits. 

Crystal Dynamics... 
DieHard Gamers Club 

Fat Boy...... 

G&G Software. 

Gameware Express. 
Interplay ......... 

Koei............. 


Nintendo....... 

Ocean . 

Readysoft...... 

Sega of America 

SquareSoft. 

Tommo. 

TWI .. 

Working Designs 






































WE BUY 
SELL AND 
TRADE NEW 
& USED 
GAMES. 


SEND TRADES 


138 BRIDLE TRL. 
YOUNGSVILLE 
N.C. 27596 


PLAYSTATION 


SATURN 




































SYSTEM 











GAME BOY ! 






1-213-346-8286 OR 
FAX 1-213-628-9202 


DISTRIBUTOR. 


®K1^C 


FOR DEALER & WHOLESALE INQUIRES ONLY TEL: 213-680-8880 FAX:213-621-2177 

WORK HOURS BETWEEN 9AM-5PM PACIFIC TIME M.-F. FOR MAILORDER: P.O. BOX 862707 LOS ANGELES, CA 90086-2707 
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Place nose here and 
pull back slowly to 
see the hidden image. 
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STRADDLE THE HOTTEST 
THUS ON TWO WHEELS 

...for the adrenaline rush of a lifetime!!! Kawasaki SuperBike Challenge 
saddles you on real, high-powered Kawasaki motorcycles that scream 
around a multitude of SuperBike circuits, including the 
Suzuka 8 Hour Endurance race. With superior graphics and 
sound, you'll experience lightning fast, realistic motorcycle 
performance with pit stops, tire wear and ever-changing 
weather conditions. Blow past the competition and earn points 
toward your ultimate goal, the SuperBike championship. 
Kawasaki SuperBike Challenge is motorcycle racing at its fastest!!! 


Available at your local retailer for the Sega™ Genesis;" Sega Game Gear™ 
and Super NES™ game platforms. 





















